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| | KICK BACK 


and relax, you've got a CH Products Controller! 


970 Park Center Drive | 

Vista, California 92083 
(619) 598-2518. 

To order: (800) 624-5804 | 


Made in USA 


<a т Se Е Available for Apple, Мас, ІВМ PC/PS2 
Flightstick " Mach |" and Mach 1І" and GameCard ІІІ Automatic" ^ RollerMouse™ and compatible computers. 


Mach | Plus™ Mach lll" GameCard Ill Automatic/MCA™ 
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ADVENTURE INTO 
A LIVING UNIVERSE! 


| es - АЕТ 2 


Help solve the mystery of the vanished planet Farin... 


You and your comrades will follow a BAT gi MULATION: 
path of clues across the adventure- x SPACE com 
filled cosmos on a quest to return puENTU 


the Earth to its own space-time * ROLEPLAYING A 
continuum. Buckle up, lay in your 


course and hang on...you've just RAPHICS & SOUN 
crossed over the PLANET'S EDGE! „ HOTTEST 6 

Learn more about Planet's Edge... NEW. 
Available at your local retailer or direct from New World at W ЛІ I 
1-800-325-8898 (U.S. and Canada) or at 1-818-999-0607. 

o a Comp à Usa Con е COMPUTING 


IBM screens shown, actual screens may vary. P.O. Box 4302, Hollywood, CA. 90078 


Walk like a...Babylonian? 
zation by Microprose...... 
Quest by Sierra.......... 
Creepy Castle by Reactor ..... 
he Best of the Rest: 

` Hoyle's Book of Games 3 by Sierra 
Space Ace 2 by Ready Soft 
Super Tetris by Spectrum. . . 
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Make new friends in SpelunX 
Castle of Dr. Brain by Sierra... 34 


The Ad Lib Gold Soundcard .... 36 


Special Forces 
by Microprose UK 


P-51's take to the skies in Heroes 
Heroes of the 357th 

by Electronic Arts UK 
Stormmaster by Silmarils 


Drakkhen 2 
by Infogrammes 
Wolf Child by Core Design... 


Darklands will. be one of ic: most 
talked about games of '92 


Elvira sure has a lot to offer! 
Eye of the Beholder 2 by SSI... 70 


Twilight 2000 by Paragon 
Oh No! More Lemmings by Psygnosis . 76 


Eric Matthews of the fabulous 
Bitmap Brothers......... 78 


“Т do not know thee, but 1 have known of 
(Ogg eS . thee, since the times when it all began...” 


ЕТІ simulation DY 


pranon fed vr Ten years ago, Wizardry set the standards in 


FRP. Now, after two million copies have been sold 
and 25 internátional awards have been won, 
Bane of the Cosmic Forge raises and redefines 
those standards. This new Wizardry, the truest 
simulation ever of Fantasy Role Playing, will 
push your computer, your mind and your sense 
of adventure to their very limits. 


True FRP Simulation! 

Like a true game master, Bane of the Cosmic 
Forge rolls the dice, consults its charts and 
applies the rules. From the 400 items of armor 
and weaponry researched for authenticity - 
right down to their weights – to the realistic 
combat structure - incorporating Primary and 
Secondary attack - everything, absolutely 
everything, is calculated. 


Full-Color, Animated Graphics! 
You'll see swords swinging before your 
eyes; creatures of all shapes and forms will 
move before you; spells coming from your 
magician will swirl through the air. You'll 
walk under gargoyle-laden arches and 
watch candles flicker in their sconces. 
Your PC's internal speaker will play 
all of these digitized sounds without any add-on 
hardware . . . swords swinging, monsters venting 
their anger and spells letting fly. 


Uncompromising Variety! 
* 11 Races 
* 14 Professions with Ranks 
* Dozens of Weaponry, Physical and 
Academia skills 

KINS * Multiple Fighting and Parry Modes 
SPEER KEY |^ ally * Ranged, Primary and Secondary Weapons 
* Six spellbooks, 462 spell combinations 
* Multiple Armor Classes 


Artificial Intelligence! 

Find the ancient and cryptic dwellers who can aid 
you in your quest. Talk to them as you would your 
friends - in sentences. Only through the power of the 
latest in programming technology could the full 
dimensions of conversation this real be possible. 


— SIFI-TECH 


CREEPING VINE P.0. Box 245, Ogdensburg, New York 13669 
CREEPING VINE DIES! (315) 393-6633 
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Tempus Fugit 


..Which means, "Time Flies," for those of us who studied Spanish or 
French in school instead of Latin. That feeling always creeps up on me 
when | get to the latest Consumer Electronics Show, the most recent one 
being the January show in sunny, warm (for a Chicago boy) Las Vegas. 

It's not just the old acquaintances | get to catch up with, nor is it the 
"musical chairs" update of who's left which company to work for another 
company in the same field (although | am still waiting for Chico and 
Harpo to show up at the airport with a fifteen volume program, sold right 
out of a Tutti Frutti Ice Cream cart, that lists all the personnel changes 
since last show, "All for only a dallah!"). 

It isn't even the whole slew of great new games that we the privileged 
get to see months or years ahead of when they're expected to be com- 
pleted. Heck, there are some games that l've gotten to play at three con- 
secutive CES shows before they ever made it to the store shelves. It 
almost seems like a family reunion when you get to see how much a 
game has "grown" since the last time you saw it ("My, he's talking 
already! And just look at how he crawls! He'll be walking any day now!" 
"Yes, we're so proud of him. Takes after his senior programmer, you 
know." "Yes, he's got his eyes for sure!"). 

What really makes the years flash by is checking out the latest hard- 
ware that's just beginning to be available. | took a trip with Tom Byron 
over to the Riviera Hotel, to see the Virtuality arcade system that 
Spectrum Holobyte will be writing software for very soon (covered in our 
February issue's "On The Edge" section). It struck me while | was shoot- 
ing these truly three-dimensional "Walkers" in one game, that within a 
decade or so, we old-timers will be reminiscing about how we used to 
play games on a keyboard, with only a single flat-dimension monitor to 
look at. It struck me again while looking at Virgin Games' new CD pro- 
ject, Guest, where the graphics are so real you felt you were watching a 
film, rather than a created-as-you-press-the-button computer game. 

What was so striking was the realization that so many gifted, motivated 
people were all trying to do something new, different, with their games, 
and that with each accomplishment from each company, we move inex- 
orably closer to the day when you or | can put on а headpiece (or push a 
chair's arm buttons, or speak into a computer voice recognizer), and we 
are instantly transported into another world. Not just watching a 
bitmapped or filled-polygon rendering, not just hearing digitized voices 
and sound effects, but are actually in that other world. Standing on the 
grass of a French airfield at dawn of a September morning in 1917, or 
running with a glove trying to chase down a line drive off of Babe Ruth's 
bat, or shifting gears and spitting out smoke as we careen around the 
Brickyard on Memorial Day. The light-year achievements we've seen in 
the last decade can only hint at the future prospects for games and simu- 
lations, and the equally dynamic changes that are going on all across the 
globe add to that feeling of the snowball picking up speed. 

The future, as represented by the best that we saw at CES, surely 
looks promising. It looks a lot like a cross between the movies "Brazil" 
and "The Wizard of Oz:" a lot of unbelievable special effects, a great deal 
of almost-insurmountable challenges in a world that our technology (and 
limited brains) can't quite grasp, and yet, a happy ending that still leaves 


us wanting more, more, more. 
DAVID WHITE 
Senior Editor 


through hordes 


ACTUAL GAME SCREENS FROM IBM PC VGA/MCGA VERSION OF THE GAME. 


Level 1: Pilot your hovercraft in 3-D view over the 

moon's surface. Search for the entrance to 

level two while avoiding the moist SPLAT! of 

giant bugs against yor windshield. Splattered 
ug ШЕ can block your view and cause you to 

crash into the moon mountains. 


Level 2: Wear a jet-pack to fight and finesse 

your way through a subterranean cavern in profile 
view. An endless array of creatures and features 
awaits you. Use a variety of weapons and shields 

lo find {һе five bombs you need to destroy the moon. 


Level 3: A scuba dive through hell. You'll need 

all your fighting skills to ward off the denizens of 

the deep, and a sharp mind to search out hidden keys. 
required to open doors to passages leading to the 
level below. Find the keys and get ready for the 

hard part - finding your way through the correct doors! 


Level 4: The la 


ro of xenomorphs in. 
Figure out the path to the central core, 
rala and then Ди your way to the ы еро! 
› moon and it's ‘morphs are blown to 
flash of sound and fry on y T 


256 COLORS - FAST ACTION 


12 PLAY FIELDS 
3 VIEW MODES 
PUZZLE STRATEGY! 


Vicious Xenomorphs occupy the three moons 
orbiting your home planet. Your mission: 
destroy the moons and everything on them! 


Super-fast action awaits you on three very 
different moons, each with four nasty levels. 
But quick reflexes alone won't save you - 
each level is a tricky puzzle where strategy 
and tactics will win the day. 


Three different modes of play view (3-D, 
Profile and Overhead), high-res graphics and 
superb sound make this game a winner. 50 
lock and load, it's time to commit Xenocide! 


ІВМ PC, XT, АТ, 386, Tandy 1000 Series and 100% 

Compatible clones (Suggested Retail $44.95) 

* 256 color VGA support 

* Original music scores for AdLib, Sound Blaster, 
Tandy, Roland, CMS and Covox sound boards. 


Apple IIGS with 512K RAM (Suggested Retail $49.95) 


See your computer 
software retailer or 
distributor or contact: 


P.0. Box 70430 Reno, Nevada 89570 (800)442-6002 


XENOCIDE IS A REGISTERED TRADEMARK OF MICRO REVELATIONS, INC. 

IBM IS A REGISTERED TRADEMARK OF INTERNATIONAL BUSINESS MACHINES. 
TANDY IS A REGISTERED TRADEMARK OF TANDY CORPORATION. 

ADLIB IS A REGISTERED TRADEMARK OF ADLIB, INC. 

ROLAND IS A REGISTERED TRADEMARK OF ROLAND CORPORATION U.S. 
SOUND BLASTER IS A REGISTERED TRADEMARK OF CREATIVE LABS, INC. 
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From Тһе Files ОҒ 
The "Chris Craw- 
ford For Presi- 
dent" Fan Club... 

Dear Editors, 

The January issue of CGR fea- 
tured two letters from computer 
game designer "wanna be's," and | 
believe these people represent only 
the tip of the iceberg in the United 
States. | am also very interested in 
pursuing this field and have found 
only limited information on the sub- 
ject. If one speaks Japanese and is 
willing to travel half way around the 
world, there may be an opportunity 
to enroll in one of several trade 
Schools operating in that country. 
These schools are run by Enix, Nin- 
tendo and Dentsu, and - according to 
articles in the Wall Street Journal 
and Newsbytes - provide instruction 
in all of the various aspects of com- 
puter game development. 

. Like most of us, | am neither quali- 
fied nor interested in travelling to 
Japan, so І recently sent a letter to 
leading game designer Chris Craw- 
ford (winner of CGR's "Wargame of 
the Year" award for 1991) and his 
advice was as follows: 

"It is really tough for a beginner to 
learn where to start. Moreover, many 
beginners have misconceptions 
about how the industry works and 
where their truly valuable talents lie. 
My best advice is to come to the 
Computer Game Developer's Con- 
ference on April 25-28, 1992 in San- 
ta Clara, CA. My second best advice 
is to subscribe to the Journal of 
Computer Game- Design (write to 
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1920 Highland Ave., Suite 22 
Lombard, Illinois 60148 


We'll choose one writer each 
month who'll receive a FREE one 
year subscription to CGR! Please in- 
clude your name and address with 
your letters. So hey - start writing! 


JoCGD, 5251 Sierra Rd., San Jose, 
CA 95132). My third best advice is to 
attend the JCGD Round Table on 
GEnie, a national telecomm service. 
There you can chat with professional 
game designers and learn some of 
the ropes of the industry." 

This information may be of some 
help to all those aspiring game de- 
signers out there who read CGR. | 
look forward to reading more about 
this exciting field in future issues. 

Sincerely, 
Gilbert Gjersvik 
New York, NY 


Well, Gilbert, or should | call you 
Mr. Gdjer... uh, Mr. Gerjev..., well, 
Gilbert, it's good of you to give so 
much help to those aspiring design- 
ers out there. It is a hotly competitive 
field, and most major companies do 
look at the training you've had when 
hiring. 

F.Y.I., Gilbert, as much as we like 
Chris and all the great games he's 
been a part of, it behooves us to | 
mention that Chris is heavily involved | 
(so we're told) in all three options he 


mentions. Far be it from us to sug- | 


gest that Chris is, shall we say, just 
slightly biased in favor of the people 
he works closest with, but there ar 


probably hundreds more options out - 


and about that would also bear look- 

ing into. To be honest, with all thes 

experience that the editors of the, 

JoCGD have to offer, it is a worthy \ 
periodical to subscribe to, though 

when you hear the subscription cost, 

you'd better be sitting down. 

The Round Table on GEnie is 
probably the best and most cost-ef- 


OUr — fective alternative for those of you 
s, > who are too far-àway tr 


Santa 


alling АП 
o Whom It May Со 


ir ы 


This is the first iss G at | 
purchased (January . It'S won- | 
derful! No other magazine that I've 


seen is more up-to-date than yours. 
Keep up the good work! 
One problem. On the contest page, 
it stated that you're going to call the 
winner, but you never asked for the 
number on the survey card. 
Richard M. 
Chicago, IL | 


Yes, Richard, you caught us. The 
cat's out of the bag - we're all psy- | 
chics here (I KNEW you were going. 
to say that!). In fact, we're so psy- 
chic, we can even tell that your full 
name is ... Richard Meerschaum, 
and that you live at 425 ; 


аге pretzel Pbi an 
the tee after kick ffs a 


You! re righi 
phone numbers, 


makes Hà 
thing at all especia ly the Thrust- 
Jmaster and CH Products joysticks. 
He says he'll put them to good use. 
Make sure you all check out Page 
51 in this issue to find out who won 
our Electronic Arts Great Game Sta- 
tion Give Away, as well as the win- 
ner of the Ultima VII Contest from 


DUNE 


‘Translated to the computer screen for the first time, you can now experience 


the exotic world of the bestselling science fiction 


fall time—DUNE™! 


December. And you thought Christ- 
mas came but once a year! Well...it 
does. So what's your point? 


Calling and 

Calling... 

f Dear Editor, og, 
© Î wish to have'thesaddresses and 
“telephone numbers"fer the following 
companies mentioned in the pages 
of your October 1991 issue so that | 
may contact them directly by mail or 
by phone about their products: 
Bondwell Joysticks, Rainbird (for 
their Birds of Prey), Ocean of 
France, Anco of UK, Gremlin of UK, 
Renegade of UK, Coktel Vision in 
France, Activision of UK, and Elec- 
tronic Zoo (1 drove over to their 
address in Baltimore and there is 
noone home, and | get no answers 
to my calls). 

My "complaint" is that every other 
magazine | subscribe to gives the 
name, address and telephone num- 
ber for all games and game compa- 
nies mentioned in their pages. With- 
out the full address and telephone 
numbers, these companies are very 


Be, “4 4, 
Co d 


at is the 
but a = 


hard to contact ar best W 
use of reading алат 
game if you cannot-Con 
pany about the product? Why read a 


review, if not play the game? 
Also, as g fe d ers, ме should be» 
kept infori of companies that are 


unable ог Шай та to support their 
products by.having a fixed office, 
answering their phone calls or 
returning messages left on their ser- 
vice. 
Sincerely yours, 
Dr. Alfred C. Giovetti, CPA 
Catonsville, MD 


What you ask, Dr. Giovetti, seems 
reasonable enough, but when you 
realize the extensive correspon- 
dence that some companies receive 
(especially since some games and 
their creators have reached the sta- 
tus of celebrities), it becomes an 
almost impossible task to personally 
respond to the thousands of inquiries 
from the public, and still be able to 
get their products out on time. You're 
no doubt aware that many U.S. com- 
panies have added "automated" 
phone answer- 


© 100% AdLib™ compatible. 11 Voice 
FM Music Synthesizer. 

* Exclusive SMULATOR sound file 
conversion software. O| 'Sound ж 
Blaster compatible title IH 
IMPROVED SOUND QUAL 


* VOICE COMMAND SOFTWARE. 
® Covox Voice Master", Speech Thing”, 
MIDI Maestro” compatible. . 


rates to 25Kbytes/sec with “direct to 
disk" recording and playback option. e 
* MIDI interface with simultaneous input 
and output. Includes PC-LYRA™ music 
composition software 
© 4 -watt (peak) audio amplifier with 
|  adjusta Jie volume control. 


1975. 


SOUND MASTER. II 


THE MOST COMPATIBLE PC-AUDIO CARD IN THE WORLD 


* Internal PC speaker supported. 
Improves sound from any software 

using the PC's internal speaker. 

Audiophile sound quality. Low noise, 

precision engineered electronics. 

* Extensive software tools and support, 
including digital audio compression 
and editing utilities. 

Supported by the largest library of 
© 8 bit DMA sound digitizer. Sample tware titles in entertainment 
Business, music, and education 

Dual 3inch speakers. 6 foot MIDI 

cable, and in! 

connector included. 

Made in USA by Covox -- THE 

microcomputer audio specialist since 


ing machines, 
just so they can 
screen out gen- 
eral inquiries 
from the more 
important day- 
to-day business 
calls. Many of 
the European 
games we pre- 
view are even- 
tually distributed 
here by U.S 
companies, like 
EA for Oce 

(as they als. 
are distributing | 


ernal speaker bypass 


see page 14), 
Konami for Ren- 


TRADE-UP OFFER: Your curre. 
toward the purchase of a Sol 


Master Il. 


Your Best Choice for Multi- Media Sound 


ONLY 8229.95 (plus $5 shipping & handling) 


ORDER HOTLINE: (503) 342-1271 M-F 8 AM TO 5 PM PST. VISA, MC, 
AMEX phone or FAX orders accepted. NO CODs. 30 day money back 
guarantee if not satisfied. One year warranty on hardware. 


PC sound card brand is worth 555 
Contact Covox for details 


CALL OR WRITE FOR FREE PRODUCT CATALOG 


egade, and Act- 
ivision for, well, . 
Activision. We / 
probably у/НЕС 
include some 
sort of company 
listing in future 
„ж issues, when 
space allows it. 
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Birds of Prey - | 


Shards of Glass 


by TransLucentfilm 
85 


67 
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Originality| 
Playability| 
Intelligence 


Overall Rating: 639/o 
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Level of Interest 
ES 
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Hour Day Month Year 
Game 5 : 


Memory Requirements: 512K 

Support: Mouse, Joystick, Keyboard 

Add! Support: Mr. Megaphone, Spontaneous Pro 
Average Playing Time: 25 hours 

Available for: Macintosh 

Designed by: M. Filmore, Tiffany 

Distributed by: TransLucentfilm 

Retail Price: $59.95 


Тһе CGR Review Breakdown | 

All numerical scores are based on | 
a 1-100 scale, with scores above 90 
indicating a superior effort. | 

Тһе bar charts at the top reflect | 
how the three reviewers feel the || 
game rates in three different areas. 
Originality reflects how many new 
concepts are utilized in the game. 
Playability indicates how easy and | 
fun the game controls are to oper- 
ate. Intelligence is based on the 
ideas behind the game, as well as 
how easy or difficult the game is to 
play. The manual rating is for the 
accompanying game material sup- 
plied with the game, and includes 
maps and other playing aids, as well 
as the manual. Graphics and sound 
scores show the level of the audio- 
visual qualities of the game are. 

The overall score is a combination 
of the above ratings and the three 
reviewers' scores. The interest graph 
displays how the game maintains 
interest over an extended period. 
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Hour Day 
Game Specs: 


Memory Requirements: 512k 
Support: Joystick 

Add'l Support: None 

Average Playing Time: 25 hours 
Available for: Amiga 

Designed by: Damian Slee 
Distributed by: Ocean 

Retail Price: $49.95 


Month Year 


As Cornelius the Elf, you thought 
that life in fairy tales would be fun and 
games. Then, when Necrilous the Not 
Very Nice abducted your girlfriend 
Elisa, things changed quickly. Now, 
you've got to run through six different 
levels to get to Necrilous' castle and 
make it through the two parts of his 
fortress to get Elisa back. Hordes of 
Necrilous' goons will try to keep you 
from making it all the way, but with 
your magic ring and the many items 
you pick up, you'll have enough fire 
power to beat Necrilous at his own 
game. Check into one of the stores to 
purchase items that will speed you 
along on your quest. The gameplay is 
enhanced by the excellent graphics 
and music that really pull you into 
Fairyland. Keep an eye out for the 
Secret areas and sharpen your wits on 
the puzzles and perplexities that 
pounce on your unprepared brain. 
Succeed in your quest, or lose your 
head in a horrible fate! 
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Your enemies come out of every- 
where on the screen. Shoot fast, or 
you'll pay for it later. 


No matter what your condition, you 
can pick up some hints at the vari- 
ous shops in the game. 


ladder, so only climb when you know 
you are safe. 


Fail in your quest, and you meet a 
grisly end at the guillotine. Don't let 
this happen to you! 


Elf isn't a bad shooter, it's that it's 
just another shooter. Even with 
the adventure-style mini quests 
involved in ridding the land of the 
little mutant beasties assist in 
making the game a tad more 
involvingaitisastil gusiza.shooter in 
my book Graphically, the Amiga 
version is Well dade; especially 
with the numerous roVing sprites 
hopping/about(omthe" screen. 
Sounds are fair. This is a game 
that might do very well on the 
Genesis or SNES, but for com- 
puter gamers, it's too much 
shooting and not enough sub- 
stance. And you'd better be a 
sharp shooter too, because Elf is 
one tough cookie to crack! -Mike 


Europe has a number of popular 
"ladder"-type games, of which the 
best may be the Bitmap Brothers' 
Gods. But you need a lot of inter- 
esting power-ups and super 
weapons to make ladder games 
(and otheyssiffiilar shooters) inter- 
esting. Not So)With Elf There are 
only 16 powWerups (2 for health, 5 
for вһоіз апае rest miscella- 
neous), butyou must buy them 
with "pets" that you find, and with 
herbs (like Stinking Toadflax and 
| Brown Horsefloot). The action is 


| | definitely fast and furious, and 


| almost impossible without some 
| of the specialized weapons (such 
, as the one that lets you fire when 


оп the ladders). Close, but...-Dave | 


| Elf is a combination of cute stuff 
and gruesome stuff. Normally, 1 
like this type of thing, but with EIf, 
it just doesn't work. Buying pow- 
er-ups is a good idea, but some 
of them (like shooting up or 
down) are required almost imme- 
diately апаат + Оа 6ш геа right 
away. бате control |S also pretty 
weak, and jumping onto the mov- 
ing ріайоїт5 ÎS а Herculean task 
that I'd rather live(without. Finally, 
І can't understand why | was діу- 
en the choice of music or sound 
effects. Shouldn't the game give 
us both? Elf is much too limited 
and frustrating for my tastes, 
although | did like the tasty head 
choppin' scene! - Steve 


COMPUTER PRODUCT 
N 
\\ / | 
1 Ж. 
| “у Yes! The exciting sequel fo Eye of the | 
қ 8%. Beholder із here! ; = а 
ike its Awesome predecessor, EYE OF | & 
; BEHOLDER Il; TE LEGEND or DARKNOON is a ji js 
a „7 Graphically basedaAD&D computer fantasy role- £ i pk ta 
“+ playing saga -# ‘with stunning pictures, realistic o - 


animation and 3-D “you-are-there” point ej і d Á x AL E 
iew. EYE ІІ gives you all this... | hus. n | 
{more — тисһ тоге! bil 92; 

СЕК! bigger adventure 2 چچ س‎ 
ludes forest, temple, catacomb cu Mmm 


d 


Ties to unravel! BETTER! Better graphics and improved “point- 
and-click" interface make playing even easier. MEANER! Lots of 
new, smarter, meaner monsters! ; 


Transfer your characters and items from Eye of the 
E. Beholder, or create your own experienced group 
of characters. Ейһермау, you're in for more of 
the best fantasy role-playing experience! 


TO ORDER BY VISA/MC: call 
1-800-245-4525 (in USA & 
Canada). To receive SSI's com- 
plete product catalog, send 
:291.00 to: SSI, 675 Almanor 

с Avenue, Suite 201, 
Sunnyvale, CA 
94086. 
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m on the way to the dread 
| y Temple Darkmoon. 
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Birds of Prey 


by Electronic Arts 
89 87 81 86 80 84 


СОВ Game Ratings 
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Overall Rating: 81% 
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Day Month Year 
me pancake Game Specs: 


Memory Requirements: 512K 
Support: Joystick, Keyboard, Mouse 
Ада" Support: None 

Average Playing Time: 50 hours 
Available for: Amiga 

Designed by: Argonaut Software 
Distributed by: Electronic Arts 

Retail Price: $59.95 


From Electronic Arts comes Birds 
of Prey, a flight simulator with 
dozens of different airplanes for you 
to take into the skies. Battling in a 
world of two countries, it's your task 
to take your massive fleet of aircraft 
over enemy territory and wear down 
your adversaries with your tremen- 
dous aerial firepower. Using simulat- 
ed aircraft based on the real thing, 
you'll take your birds up and dog- 
fight, run bombing missions, evade 
missiles, and score kills over a large, 
polygon-rendered world. 

In addition to the number of planes 
your air force has, you've also got 
ten different types of missions you 
can fly to deplete enemy resources. 
Dogfight missions give you the 
opportunity to knock planes out of 
the sky, while the long- and short- 
range bombing missions are invalu- 
able for destroying factories and mil- 
itary installations. Other missions 
include border patrol, reconnais- 
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Take to the skies and start hunt- 
ing the dangerous B Side in Birds 
of Prey from Electronic Arts! 


Pick any one of twelve different 
mission types and get ready to 
rock and roll in the air. 


Each of twenty-five different plane 
types has its own authentic flying 
characteristics simulated in full. 


sance, and supply and troop drops. 
While in flight, you can keep a 
strict watch on your heads-up dis- 
play, or for more seat-of-the-pants 
flying you can switch to a full-screen 
view of the skies around you. All of 


Watch your instruments and your белде: -ир display 4 to keep track of 


the planes control easily, and will 
have you flying in no time. 

While you can fly many different 
aircraft, you won't have to worry 
about learning dozens of complex 
cockpit layouts, because each plane 
is conveniently set up in the same 
way. Once you can get one plane off 
the ground, you'll have the right stuff 
to fly your entire force! 

At the start of the game, you'll 
need to choose your home base. 
Then, after you have picked the 
plane you want to fly, you need to 
arm it with your choice of weaponry. 
You'll have your choice of air-to-air 
as well as air-to-surface missiles, 
and both guided and freefall bombs. 

To help you get acquainted with 
the aerial acrobatics your plane is 
capable of, the manual comes com- 
plete with a section detailing the dif- 
ferent moves that your airplane can 
accomplish, with only a little prac- 
tice. To get the hang of the various 
flight tactics, you can play for a while 
in the test pilot mode. There is even 
a test pilot mode, which allows you 
to fly the high-altitude F-15. 

Despite the game's highly techni- 
cal side and detailed instructions for 


Success comes from taking out 
your opponent's installations, 
such as airbases and SAM sites. 


what's going on around you. Or switch the instrument panel off for a full- 
forward view, or even an out-of plane view from eight vantage points. 


[am == 

Four different HUD's are available, 
including this tracking view with 
flight and target information. 


EE 


Twenty-five planes to fly? Holy 
cow! Argonaut Software, spear- 
headed by designer / programmer 
Jez San, has been on the 3-D 
polygon-filled computer gaming 
landscape since Starglider 
appeared for the ST and Amiga in 
1985. Since the sequel i 

Jez has been working on Bir 
Prey and the research sh 
This simulator attempts to re e 
40 of the most interesting g 
war machines to date; unfortunate- 
ly, with limited success. Although 
the individual planes "feel" differ- 
ent, the cockpit instrumentation is 
all the same - obviously due to 
disk space. The graphics are O.K., 
but after seeing the detail level of 


At any time in the game, you may 
switch to an AWACS view of the 
entire area, showing everything aloft. 
both NATO and Soviet weaponry at 
your disposal, flying your plane is 
surprisingly easy. A quick look at the 
manual and the handy key com- 
mand chart will have you off the 
ground in no time at all. 

Take advantage of all of the tech- 
nical advances you've got to work 
with. Your AWACS view will give 
you updated information on the 
Skies around you. For a look at your 
more immediate vicinity, you've got 
eight different outside views of your 
plane that can be used to spot loca- 
tions of enemy planes. 

Do you have what it takes to 
defeat your enemy's air force, crush 
their military might and claim uncon- 
tested air superiority of your world? 
The only way to find out is to play 
Birds of Prey from Electronic Arts! 


A full debriefing screen is present- 
ed at the end of each mission, 
showing every facet of combat. 


Wow! This game tries to do so 
much, it's like trying to design a 
racing game that covers Indy cars, 
tractor pulls and bus driving all in 
one! Never before has a simul 
allowed such variation, not just in 
the plane types (alas, all with the 
same cockpit layout), but 
mission possibilities as w 
plucky pilot can fly everythi 
F-16's to A-10's and Mig-2 
B-52's and B-2's on lon 


bombing missions, test flights wi 
the venerable F-15, and supply and 
parachute drops with cargo planes! 
While purists may scoff at the con- 
cept of combining so many obvi- 
ously disparate elements into one 
shell, | found it quite interesting to 


Falcon 3.0, straight green and blue 
colors for ground detail don't quite 
cut it any longer. External views 
are also fair, but seemed to be 
hampered by update, even on 
speedy 33mHz machines. This is 
unusual, especially since Argonaut 
are is usually the cutting 

е when it comes to vector and 

ill graphic update technology. 

Is are a bit too sensitive for 
astes, as | was always over- 
steering the planes. Still, Argonaut 
has provided an interactive ency- 
clopedia of interesting warplanes 
of the modern age. But in today's 
competitive market, quantity does- 
n't equate to quality. Let's see this 
title on CD-ROM instead! -Mike 


be able to do all this, and have to 
learn only one system of flight con- 
trols. The goal of the game is quite 
straight-forward, as your object is 
to wear down the Other Side 
through an attrition of his planes, 
bases and support facilities, so 


little historical comparison 
ctual locations. The filled 
on graphics allow for speedy 
re updates, but those who are 
forward to shaded and bit- 
mapped detail will be disappointed. 
Yet, there are some bonus graph- 
ics, like the payload of weapons 
visible under your plane. And the 
out-of-plane views are still well 
done. The controls are very touchy; 
| fought over them too often. -Dave 


Being somewhat of a flight simula- 
tion fanatic, | was really pumped to 
play this game. Initially, | was very 
impressed with the speed of the 
game along with the ability to fly 
the incredible number of aircraft 
Birds of Prey offers. However, 
upon jumping into my 5 
plane, | was very disappoin 
the cockpit layout was exactly, 
same. While | understand th 
must be much easier to prog, 
would have greatly preferred a dif- 
ferent control scheme / instrument 
panel for each separate plane. 
Speaking of controlling the planes, 
the controls on this game are very 
tight, almost to the point of being 
so frustrating that | was ready to 


= — 


hurl my joystick into the computer 
Screen. Beyond these two difficul- 
ties (the first really being a change 
of mindset and the second being 
nothing more than practice, prac- 
tice, practice), Birds of Prey was 
pretty cool, although standard 
imulation fare. While | prefer 
historical missions, etc., 1 

ind too much that | was 

g an attrition war against 
Enemy." Graphics and in- 
between screens score very high 
marks, but those cockpit layouts 
(or layout, as it were) was a big 
disappointment. If that doesn't 
bother you, Birds of Prey could be 
the best flight game you're likely to 
find for the Amiga. -Steve 
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Free D.C! 


by Cineplay Interactive 
80 74 77 81 80 73 
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Game Specs: 


Memory Requirements: 640K, Hard drive 
Support: Keyboard, Mouse 

Add'l Support: Ad Lib, SoundBlaster, Roland 
Average Playing Time: 35 hours 

Available for; PC and compatibles 

Designed by: Doug Sharp, Kellyn Beck 
Distributed by: Cineplay Interactive 

Retail Price: $49.95 


This day started off poorly for Avery 
Zedd. Awakened from his cryogenic 
sleep, he's been thrust into the 
remains of the Human Zoo, once our 
nation's capital. Only seven humans 
other than Avery are alive, and one of 
them has created a dangerous 
weapon that has the power to destroy 
the robot captors and keepers of the 
Zoo. It's Avery's job to find this person 
and kill him. He's only got twelve 
hours to do it, or he'll wind up dead! 
With the help of his robotic companion 
Wattson, Zedd must search through 
the remains of Washington D.C., hid- 
ing from the dangerous patrolling 
robots. The game uses live actors and 
claymation to present the fallen ruins 
of Washington and the creatures that 
live there. With a good mixture of 
humor and drama, Free D.C. has 
something for everyone. Will you 
decide to turn in the dangerous robot 
killer or will you help the humans 
escape? It's up to you in Free D.C.! 
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Ж E 
Take a tour of what's left of the White 
House. This 'bot seems a little con- 
fused! 


The disruptor can take out some of 
the deadly guard robots you'll run up 
against in your quest. 


Walk carefully around the Human 
Zoo or you could wind up on the 
business end of a 'bot's gun! 


Oops! Looks like you took a wrong 
turn. Maybe if you weren't so agres- 
sive all the time... 


| really hate to slam a computer 
game, especially when it comes 
from a brand new company strug- 
gling to make it in the computer 
entertainment field. A heck of a 
lot of time and effort go into mak- 
ing anygeomputemgame. and it 
shows ‘tr the $$ Cimeplay must 
have 5рәй еп pagkaging Free 
D.C.. Опо Вее gameplay is 
раіће! аде Martian Memo- 
randum ten times worse! The 
character animations usually con- 
sist of a few frames of clunky 
image update and the Sound- 
Blaster speech effects slow the 
game to a crawl. The biggest turn 
off was the story - the obnoxious 
lines were totally sophmoric.-Mike 


Here's another game that had 
some great ideas to start with, 
but didn't go far enough with 
them. The concept of being one 
of the few humans left alive, 
stuck in the "Human Zoo" in 
Washington Drome of the 
"Hairy Faced Stone Man Shelter" 
and other @x@ticimonuUments) is 
unusual edough, andthe ideas of 
using claymation тапу of the 
character close-ups is also kind 
of nifty. But the lack of emotion in 
the voices detracts from the 
whole concept, and the plotline is 
totally linear. The humorous 
Scenes are good in some places, 
but not strong enough throughout 
the game. "Help me, Spock."-Dave 


Free D.C.? Why? If this is the 
way it's going to look in the 
future, I'd rather leave it captive. 
This game reminded me a lot of 
Martian Memorandum. The main 
problem these games share is 
poor game control and weak ani- 
mation. The picturês looknalright, 
but | дала say that Tm very 
impressedawilh much else here. 
Your сһакабїег Tias they same 
expression=regardless OF circum- 
stance. That's boring. The digi- 
tized voices in the intro are spo- 
ken with all of the enthusiasm of 
a grade school dental hygiene 
pageant. It wouldn't be worth tak- 
ing off the shelves if Free D.C. 
were Free Disk Copies. - Steve 


Remake NCAA 
Tournament History. 


Road To The Final Four і5 your court- 


side ticket to the most anticipated sporting event 
of the year. With Road To The Final Four you 
take control of the entire tournament! Whether 
you choose to go up against the best college 
athletes in the count our own all-star 
team, or cheer on as 

its way to the National npionship, Road To 
The Final Four will put nto the 


automatically provid 
spective while enabling 


d To The Final Four 
f Wayne Gre ) 
" Baseball”, two of the most 


ports programs of all time. Thi 
ded an unprecedented level 
дек я brings all the hear -pounding 
» mentof NCAA etball action to your PC. 
catego 5 the acti ede and authentic. Play, Coach e year’s > Try oa To The Final Four today 
or Sideline modes enable you to participate at whatever level you lac 
choose and still maintain the real 
teams supplied or create your own dream team 

using your favorite players and pit them against 

the current champions. Reseed the tournament 

and answer all those nagging “what-if” questions 


from last season! 
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by Virgin Games 
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Graphics. 
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Originality 
Playability 
intelligence 
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Overall Rating: 


Level of Interest 
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Hour Day Month Year 


Game Specs: 


Memory Requirements: 640K, 10Mhz or » 
Support: Joystick 

Add! Support: Ad Lib, SoundBlaster, Roland 
Average Playing Time: 30-50 hours 
Available for: PC (Amiga version reviewed) 
Designed by: Core Design 

Distributed by: Virgin Games 

Retail Price: $59.95 


Long ago, Odin created people 
and the Earth for them to live on. 
After a while though, he got bored 
with the idea and stopped coming 
down to visit. During this time, Loki 
stole three mighty weapons from the 


v jx 


TREVIEV a 


The underground levels make use of the fantastic Amiga color palette to 


ы © X EP 
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Viking lore says that although Odin created humans for companionship, 


he and the other gods got bored and showed them less and less attention. 


gods and put them in the land of 
Man. Since the gods would lose their 
immortality if they ventured down to 
retrieve the weapons, it's your job as 
Heimdall to go forth with a party of 
warriors craftsmen to get them back. 
Without your help, Odin and his fel- 
low gods will surely lose Ragnarok. 

With your party of warriors, wiz- 
ards, druids, and others, you must 
Scour dozens of islands to get back 
the weapons of the gods. Along the 
way, you'll encounter helpful crea- 
tures as well as those who work to 
make Loki's plan to succeed. Traps, 
treasure, and tests of courage await 
your hardy group. 

Using your ship to sail around the 
world, you will find dungeons packed 
with magic and monsters. Your 
group will discover weapons of great 


| 
| 
Ж. 


create beautiful scenes, including this опе of а fallen hero's tomb. 
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Leap down into the Viking long- 
boat and battle warriors. This is a 
good way to improve your stats. 


E A Д d a A 
Select the members of your party 


well. Choose from ship-wrights, 
berserkers, and even druids. 


Es 


The map is used to sail to the many 
islands. Each location will have vil- 
lages and dungeons to explore. 


Check the treasure chest for 
items. Approaching the character 
will initiate combat, if you choose. 


Prepare for combat! Wait until 
your opponent is vulnerable to hit 
him with your best shot! 


power to help you gain your goal. 

The combat system for Heimdall is 
very easy to learn, as is the rest of 
the gameplaying system. The char- 
acter accessing segments are done 
with the mouse, while the joystick is 
used for on-screen movement. You 
can choose three of your six-man 
party for off-boat excursions. 

Graphically, Heimdall contains 
excellent animation. Your heroes all 
have unique faces and bodies, while 
your enemies look nasty and 
vicious. Coupled with an excellent 
soundtrack, Heimdall looks to please 
on every level of the game. 

The pictures shown here are for 
the Amiga version, and Virgin will 
Soon be releasing an IBM version. 
Littlewill be changed, except for 
minor improvements in gameplay . 


Failure in your quest means the 
eventual destruction of the gods of 
Valhalla. 


It's games like Heimdall that will 
keep the Amiga a longer lasting 
computer game system than other 
computer manufacturers (including 
Atari and Apple) wish they could 
be. It's still hard to believe that 
even after almost 7 years after it's 
first release, the Amiga can 
a 33mHz 486 computer in t 
graphic splendor and sonic a 
Heimdall, created in th 
where the Amiga is still n 
one (but falling quickly to the ever 
increasing mass of PC owners), is 
a pleasant surprise which will draw 
much more of an appreciative 
audience on the Amiga platform 
than any other. The music and 
Sound effects take full advantage 


of the Amiga's capabilities. Some- 
thing else that is becoming a stan- 
dard with games being developed 
on the Amiga and then porting 
onto other platforms is the wonder- 
fully lengthy introductions, com- 
plete with appropriate digitized 
and cut-away graphic 
nces. Once into the game, 
g around the huge num- 
be lands to be explored (each 
fenty of their own "rooms") is 
slow going at first, but quickly 
draws you in as you meet up with 
more interesting characters. Bat- 
tles are handled a bit awkwardly 
and take time getting used to, but 
once mastered become an easy 
affair. Great job, Core! -Mike 


There's always a certain inner draw 
for me whenever | play a Viking or 
Norse mythology-based game. The 
built-in runic alphabet, the variety of 
classes and characters, the 
vagueries of the Gods themselves 
and the richness of the lore it is all 
based on always thrill m 
when it's the fortieth ga 
waded through on the s 
Heimdall builds on the leg 
your powerful warrior, who 
together a crew of skilled adventur- 
ers (your choice as to whom to 
bring), all in a grand search through 
inhabited islands and trap-filled 
dungeons. The combat system is 
quick and easy, though you can still 
through spells with most charac- 


Heimdall is a very rich game as far 
as story line, but | can't help think- 
ing that it looked too much like a 
cartoon for such a serious subject. 
When you're talking about the 
destruction of the world, you don't 
want your characters to look like a 
Saturday morning cartoon 
At least | don't. This initi 
against the game leads m 
other complaints. The game 
n't have enough depth to all 
the pleasure of doing something 
outside of its very direct story. 
However, Heimdall has a lot of 
positives going for it as well. The 
gameplay was very easy and 
proved to be no trouble at all to 
master. | found that the soundtrack 


ters. The dungeons are studded 
with pits, special pressure plates, 
and arrow traps, but they're filled 
with enough chests and magic 
items to make it worth while. The 
mix of classes (blacksmiths, 
shiprights, druids, berserkers and 
all are well fleshed out with 
r own private specialties and 
tes. Most of all, I really 
the perfect blend of paint- 
lism and cartoon lightness 
that the graphics had; they remind- 
ed me of the old French comic clas- 
Sic, Asterix and Obelisk. Music's 
nice, though not yet at a Wagnerian 
quality. You'll be greatly impressed 
with the incredible rendering of the 
final dungeon room, too. -Dave 


provided excellent atmosphere for 
the game as well. The games at 
the start to provide your character 
with his statistics were challenging 
and fun (I especially liked trying to 
catch the wild boar), but | liked 
them better than the actual game 
Z | could wish for a great deal 

re. It seemed to me that the 

as nothing more than end- 
loration. Go to this island, 

ound, go to that island, look 
around, fight somebody, etc. 
Gameplay is much too linear, not 
giving me enough of an opportuni- 
ty to really explore the game 
instead of just exploring the 
game's scenery. Not bad, but not 
worthy of Odin's pleasure. -Steve 
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hum Bethesda Softworks 
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E ur Rating: 78% 


быс Month Year 


e Requirements: 640K 
Support: Joystick, Keyboard 

Add' Support: Ad Lib, SoundBlaster 
Average Playing Time: 2 - 20 hours 
Available for: PC and compatibles 
Designed by: Kenneth C. Dullea 
Distributed by: Bethesda Softworks 
Retail Price: $44.95 


Get ready for some intense college 
basketball action with NCAA Basket- 
ball Road to the Final Four from 
Bethesda Softworks. You can pick 
your favorite team out of the sixteen 
colleges that have made it to the end 
of the biggest university hoops event 
of the year. Before and during the 
game, you can choose the five players 
you want on the floor. You can also 
take your pick of preset strategies for 
both offensive and defensive plays. 
The players on your team are based 
on the real thing, and each one has 
his historical college stats for you to 
work with. After making the coaching 
choices, head to the floor and get 
ready to play! Work the baseline, take 
shots from three-point land, or pass 
ahead to a teammate for the alley 
оор! Penalties and jump balls are all 
part of the action. All of the action and 
excitement of college basketball is 
here. Do you have what it takes to 
take your team all the way? 
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Choose the right players on your 
team for the plays you pick. Plan 
both offense and defense here. 


The game opens with the jump ball. 
Get in the air first, and your team will 
have an advantage. 


The shot clock at the top left will 


show you how much time you've got 
before you have to shoot the ball. 


Penalties and foul shots are all a part 
of the college basketball scene with 
NCAA Basketball. 


Bethesda's interpretation of the 
NCAA Final Four basketball 
games is complete in encom- 
passing a good statistical base 
with authentic athlete profiles 
from the 1991 season, but that's 
about n int | can 
positiv, game. 
After e ontrol 
scheme t оу messes 
everyt o control 
your players in this Jerky real time 
challenge is a test of patience. If 
you're familiar with EA's Lakers 
vs. Celtics cart for the Genesis, 
you won't like what Bethesda has 
done to slow things down. Finally, 
the camera views are nice, but 
the action locks up! -Mike 


Bethesda's done a good job with 
a subject that, before playing the 
game, І had only a marginal inter- 
est in. One of the elements that 
made the game exceptional for 
me was the stats editor for every 


layers. 

оу/5 you 

lays on 

(out of 

eight plays for each). The fatigue 
levels make substitutions a key 
part of running your team. The 
only problem | had was that the 
computer was far better initially, 
especially at stealing the ball. But 
after mastering passing the ball, 1 
quickly caught up. -Dave 


I'm a basketball fan, but I've nev- 
er been that into college sports. 
Unfortunately, this game does 
nothing to change my mind. Play- 
er control was very difficult and | 
found it to be annoying. | also 
thought it was strange that both 


teams sh out 7, om the 
floor. M шегі opponent 
and | w 0% of 
our 3- s not 
really e h either 


arcade action or hard-core strate- 
9y play here. NCAA tries to pro- 
vide both and succeeds in provid- 
ing neither. If you want basketball 
action, put up a hoop on your 
garage and call your friends. You 
won't get it here. - Steve 
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CGR Game Ratings 


ntelligence| 
Manual 
Graphics 
Sound 


Overall Rating: 


Level of Interest 


Hour Day Month Year 


Game Specs: 


Memory Requirements: 1 Meg 
Support: Keyboard, Mouse 

Add' Support: None 

Average Playing Time: 80-120 hours 
Available for: Amiga 

Designed by: Bullfrog Productions 
Distributed by: Electronic Arts 
Retail Price: $69.95 


Battlemongers and warlords, take 
heart! Those of you who felt that the 
world domination fun of Populous 
would never be equalled now have 
Populous Il to consider. This stylish 
sequel from the original game 
improves dramatically on virtually 
every aspect of the game. New 
wrath of destruction spells make 
both your arsenal tougher and your 
opponent Gods more difficult to 
defend against. Of course, with great 
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Each of the thirty opponent Gods 
have individual characteristics, 
from looks to magic and history. 
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power comes 
great responsibili- 
ty, and with great- 
ly increased pow- 
er comes the abil- 
ity to create 
increasing 
amounts of may- 
hem! 

The vast array 
of new powers at 


your disposal 
includes increas- 
ingly complex 


miracles from six 
disciplines: Air, 
Earth, Fire, Wat- 
er, Vegetation 
and "People 
Effects." Fire effects range from sim- 
ple columns of fire to a powerful 
Rain of Fire, and eventually on up to 
an incredible-to-behold Volcano. 
But aside from being simply a 
destructive game, your deity can 
now perform positive miracles, like 
building roads and city walls, as well 


Baptismal Fonts are found in the 
Water discipline, and will trans- 
form enemy wanderers into yours. 


as planting trees 
and placing vege- 
tation on volcano- 
ravaged hillsides. 
As you perform 
positive miracles, 
your Mana in- 
creases from 
each of your 
adherents, so the 
benefits are 
clearly there. 
Each of your 
Heroes now have 
many different 
abilities that vary 


The Greeks may never have seen an actual column of fire 
like this, but the roaring sound effects and graphic 
images of burned land make this one seem very real. 


The improved powers include ea 


ple, Helen of Troy will lead enemies 
into the ocean to their death. 
Achilles, on the other hand, creates 
fire wherever he goes, burning out 
your opponent's people. 

As you become more powerful, 
your skills can be increased. The 
victory awards, acquired at the end 


Scorched earth (represented here 


by the brown ground) must be 
replenished to allow for new growth. 


rthquakes that truly 


from world to rumble the ground, whirlwinds that carry wanderers 
world. For exam- away, and firestorms that fry everything they touch. 


Strange new creatures appear, 
such as this behemoth that causes 
trees to grow behind his every step. 


of each level, increase your mastery 
of those miracles that are available 
as you apply them to this discipline 
or that. Your mastery of each disci- 
pline may also cause greater antag- 
onism between you and the gods 
you face. 

To cause the effects you desire, 
you'll need to keep an eye on your 
Mana gauge. This represents the 
amount of power you currently have. 
Each effect of your divine interven- 
tion causes you to use up Mana, 
while offerings from your people 
restore your supply. Having people 
create new settlements (thus making 
more worshippers) is a good way to 
maintain a steady supply of the raw 
material for your godly effects. If 
your supply dips too low, you'll be 
left totally powerless! 


The completion of each contest will 
bring you to a face-to-face confronta- 
tion with your Godly opponent. 


Each new world allows for new 
spells as well as new restrictions on 
land lowering and danger fatality. 


І remember seeing a screenshot of 
Populous in a U.K. computer game 
magazine over 2 years ago for the 
first time. The unconventional iso- 
metric view with the multitude of 
icons surrounding the play area 
and a odd-looking metal book hold- 
er extending out from the " 
worlds" told me this was 
be hot! When the game a 
my local dealer, | was сарііуай 
Since then, Populous ha 
numerous awards and world- wide 
conversions onto every major gam- 
ing platform. How could Bullfrog 
top that much success? Having 
played Populous Il all weekend 
long, Peter Molyneux and gang 
have proved to me they can pull off 


HI admit that when the first Popu- 
lous came out, it was very good, 
but not what | would call "great." 
The sequel however, is great! 
Superb, exceptional, in fact. 
Although the emphasis is still 
heavily weighted in the destruction 
mode (with simply outs 
graphics and sound eff 
good to be able to spre 
cheer" around, in the form о 
beautiful vegetation and cit 
The improvements over Number 
One are many and quite interest- 
ing. Not only can you create a pic- 
ture of your personal deity, but | 
think it's a nice touch that his or 
her appearance will affect how the 
opposing deity attacks you (a war- 


an already outstanding game and 
turn it into a must have experience. 
If you're already a Populous fan, 
you're in for a treat. If you're a 
newcomer, you're in for an addict- 
ing, entertaining gaming phe- 
nomenon. The graphics are great, 
oices of destruction are 
e ive, the strategies are var- 
e game controls are intuitive, 
an е options are staggering! 
e game takes hold of you, 
your synthetic, electronic followers 
will evolve before your eyes. Some 
great catastrophes include whirl- 
wind (fly away, Jack!), lightning 
(zap! crackle! pop!) and my abso- 
lute favorite, volcano (toast, non- 
believing scum!). -Mike 


rior's face will engender a like 
response, for example). You also 
can choose just where you'll place 
the bonus abilities gained after 
each victory, so that you can mas- 
ter one particular field of power 
(fire seems to be the most benefi- 
initially). Although the prospect 
onquering all 1000 worlds may 
m daunting (and boring) at first, 
can easily skip five to ten for 
h good victory, and the slow 
insinuation of new and more awe- 
some spells makes getting to the 
higher levels most rewarding (wait 
till you see your first volcano, or 
have to defend your land from a 
hurricane or tidal wave!). Very 
impressive sequel overall. -Dave 


While | enjoyed the original Popu- 
lous to an extent, Га never call 
myself a "fan" of the game. Popu- 
lous Il goes a long way to change 
my mind about the series. This 
version of the game contains 
numerous improvements in every- 
thing from graphics to th 

and effectiveness of you 

tion spells. | think it's a n 

that you can customize a рі 

your deity. With a thousan 5 
to complete, Populous II is huge, 
and that means lasting play value. 
The fact that you can custom pick 
your deity's abilities at the start 
and improve upon them or gain 
new skills as the game progresses 
is excellent. This keeps the game 


new and interesting even after 
you've played it through a hundred 
levels. The feeling of "Oh boy, 
what kind of mayhem can | create 
now?" has a very real effect in the 
continuing playability of this game. 
| have to admit that upon first load- 
game | wasn't all that excit- 
fter the first game, | want- 
, more, more! | have a 
hat Populous Il will gain 
response from many. The 
game grows on you. An amusing 
diversion at first, it quickly 
becomes somewhat of an obses- 
sion. This one won't get boring or 
old. After all, you can always make 
a new deity and start the whole 
process over! -Steve 
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Obitus 
by Psygnosis 
87 73 86 73 


со 
a 
q 
© 


CGR Game Ratings 


ntelligence 
Manual 
Graphics 
Sound 


Originality 
Playability 


Overall Rating: 


Level of Interest 
№ A o со 


Hour Day Month Year 


Game Specs: 


Memory Requirements: 640K, 10Mhz or > 
Support: Mouse Preferred 

Ада! Support: Ad Lib, SoundBlaster, Roland 
Average Playing Time: 20 hours 

Available for: Amiga and PC compatibles 
Designed by: Scenario Developments 
Distributed by: Psygnosis 

Retail Price: $49.95 


Obitus, brought to you by Psygno- 
Sis, is a role playing game with touch- 
es of arcade-style action. You are Wil 
Mason, a teacher of medieval history. 
After a car accident leaves you strand- 
ed, you duck into an ancient tower to 
avoid the rain, and you awaken to 
find yourself thrust in to a strange new 
world which is hauntingly familiar. The 
land Middlemere is a realm torn into 
four shires ruled by the sons of the old 
King Cirkassia. Many mysteries await 
your discovery as you attempt to 
return to the world of your origin. You 
must explore the dim forests, dark 
mines, and foul dungeons in an easily 
mappable 3-D perspective. Travel 
between areas in hazardous side 
scrolling zones and investigate the 
interiors of castles and churches, ren- 
dered in a combination of the two 
styles. Many foes and allies await their 
opportunities to help or hamper you 
on your mission change to change the 
history of Middlemere, and get home! 
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You will encounter many people who 
will offer you aid in the form of 
advice or useful items. 


Pick up food, weapons and other 
items which will aid your efforts to 
discover the mystery of Mlddlemere. 


Obitus possesses smooth scrolling 
three-dimensional mazes and arcade- 
style parallax areas for you to conquer. 


Explore many different locations in the 
four shires. The Eldon Mines can be 
confusing if you do not make a map. 


This older title which was mildly 
successful on the Amiga platform 
has made its conversion onto the 
PC with mixed results from this 
reviewer. A big problem with any 
port from an inferior platform is 
the lackgofsenhancements made 
to the upgraded version. The PC 
graphics 56019 ауе been 256 
color VGA instead, they max out 
at 16, same аз е Standard 
320x200 Amiga palette. Another 
problem is the need to select 
method of control and language 
setting every time you boot up - 
an irritation! As for the game 
itself, it's 3 games іп one: а rat 
maze, parallax horizontal scroller 
and an adventure - gosh. -Mike 


Here's an interesting game from 
Psygnosis that has a number of 
interesting facets to it, that make 
it a pleasure to play. First of all, 
the mouse-driven icon setup is 
easy enough to use; for example, 
to use ае уо 2051 select it 
from уои inventory, then click on 
the USE icon, then cligkon a door. 
There arnt enough Creatures to 
talk to, however, and their conver- 
sations are always too short. The 
scrolling graphics in the maze sec- 
tions are nice, and the ability to 
see an object's weight and value 
while in your inventory is a big 
help. The parallax areas are 
tough, mostly because of the hard- 
to-see hiding monsters. -Dave 


Obitus won me over almost 
immediately by being a computer 
version of a role-playing game 
very similar to one | used to play 
with some friends a few years 
ago. The plot line is interesting 
for an RPG, and kept me in- 
volved fof Лг ое game 
does suffer.trom a Father difficult 
control scheme, | don't like hav- 
ing to ФК ОП the "giek" icon 
every time | want to grab some- 
thing or the "info" icon when | 
want to know about it. This slows 
the gameplay down to a crawl 
and makes you easy prey for 
enemy archers. Still, all in all, I'll 
live with the control scheme when 
the game is this good. — - Steve 


Tile Edit Tools Options fel 


DESIGN! Sketch a track plan! Unique track- 
laying tools are specially designed to keep 
curves aligned and precise. 


САИ) 
File Fait Tools Options Mal 


BUILD! Create a colorful setting! Draw build- 
ings, trees, rivers, roads, bridges, circus tents- 
A complete set of drawing tools is included 


RUN! Make up a train and drive it down the 
track! Operate track switches. Each train has 
its own controls. But be alert! A crash leaves 
wreckage scattered everywhere! 


шшш 


= 


) 
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GAME! Play Abracadata's interactive Railroad 
Games and solve switching puzzles. Pictured 
above, a scene from Abracadata's new Rail- 
road Game, "Wild West Railroad Robbers." 


IBM, 640K 
Apple Il/Laser 128, 64K $49.95 


To order or receive a FREE Color Catalogue 


o 4-800-451-4871 
"* (503) 683-1925 


SINCE 1985 


"There are so many options available in 
the design and operation menus that I 
couldn't even begin to describe them 
all. Suffice it to say, you'll find this a 
very complete program." 


— Larry Puckett 
Model Railroading 
December 1991 


To order by mail: Add $7 Shipping first program plus $2 each additional. Send VISA/MC # (with exp. date) or check to Abracadata, Ltd.,P.O. Box 2440, Eugene, OR 97402 
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Game Specs: 


Memory Requirements: 640K, 10 Mhz or > 
Support: Keyboard,Mouse 

Add' Support: Ad Lib, RealSound, Roland 
Average Playing Time: 20 hours 

Available for: PC and compatibles 
Designed by: Sid Meier 

Distributed by: MicroProse Software 

Retail Price: $49.95 


MicroProse and Sid Meier, the team 
that brought you Railroad Tycoon, 
have now created Civilization. It is your 
task to guide a developing tribe in 
building an empire that is capable of 
withstanding the trials of time. To do 
this you will need to use settlers to 
found your new cities. Listen carefully 
to the advice and the reports of your 
trusted advisors; your decisions deter- 
mine the fate of your people. Your wise 
men will work hard to discover 
advanced technologies and concepts 
that will make your civilization grow 
wealthy and strong. Rival empires will 
approach you to trade new ideas. Oth- 
ers will attempt to use their military 
might to add your cities to their own 
growing empires. Build city improve- 
ments to make your towns prosper and 
race to build the Wonders of the World 
first. Use diplomacy, trade and war to 
deal with your neighbors. Survive and 
thrive is the key in this game, Civiliza- 
tion. 
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Your settlers are very important. 
Only they can preform the functions 
which allow your cities to grow. 


Conquer foreign lands and meet 
new people. Napoleon makes a use- 
ful ally, or a fearsome foe. 


The citizens of Xela Seer have varied 
opinions on your rule. Building the 
Hanging Gardens improves their mood. 


The greatest empires can fall to rivals 
and the passage of time. Archaeolo- 
gists of the future may find your ruins. 


Hmmm. | wanted to like Sid 


Meier's latest creation, especially 
since | was curious to see how 
his design team summarized the 
culmination of human society 
throughout the ages into a com- 


pact 2 . The 
intro wi medi- 
ately fou оо sim- 
plistic f І, with a 
game li an be 


allowed to rudimentary. As | 
continued to play the game, | felt 
like | was playing Railroad Ty- 
coon with different graphics (inci- 
dentally, | didn't flip over R.T. 
either). Now, | know some people 
will be obsessed with Civilization, 


but I'm only mildly enthused-Mike 


Sid has always been able to 


make "impossible" games. Civi- 
lization is an incredibly detailed 
game, with everything from creat- 
ing Gunpowder to originating the 
Republic, even Space Travel 


(one of . | like 
the fac h оуегп- 
ment һа па dis- 
advan ic, for 
examp n large 


military). Your people's happiness 
is taken into account too, some- 
thing many similar games forget 
about. Civ has many excellent 
educational facets to it, and it's 
just plain fun to play on top of that, 
sort of like Risk combined with the 
Encyclopedia Britannica. -Dave 


While l've never been a really big 
fan of Populous and a marginal 
fan of SimEarth, | really found 
Civilization to be one of the best 
games I've had the opportunity to 
play. Beautifully conceived and 
executed, Civilization has almost 
uld ask 
ing and 
playing 
t of your 
row old 
and stale on the hard drive. What 
l'd like now is about 25 more civi- 
lizations in the game. Let's have 
the Mayans, Incas, and Sumeri- 
ans next time as well as the 
option for more than seven at the 
same time! - Steve 


“1 have seen the future of video games, 
and his name...is Brian... the Viking Child" 


Unknown 9th century prophet/video game critic 


VIKING CHILD 


* Contains 5.25 and 3.5 disks 
* Sound board compatible 

* Brilliant VGA graphics 

*16 challenging levels 


Introducing the PROPHECY series, a trilogy of unique arcade action-style adventures 
designed by Imagitec, one of the largest and finest development teams in Europe. As a truly 
unique approach, the hero Brian is featured in each volume during a separate stage of his life, 
starting with Brian as a child in the first release, VIKING CHILD. In VIKING CHILD Brian learns of 

his heroic destiny from the Wizard Odin, and sets out to rescue his family from the Evil God 
Loki. But first, he must do battle with hundreds of strange and terrible villains, and defeat the 
eight apprentices of darkness. Along the way you'll hear 22 pieces of sound-board compatible 
original music, and see fantastic 256 color VGA graphics, combined to bring you 16 challenging 
and unique levels. The PROPHECY trilogy, starting with VIKING CHILD, is destined to be a hit. 


GAME 


© 1991 Imagitec Design Ltd. Packaging and source codes O 1991 GameTek/IJE 2999 М.Е. 191st.., М. Miami Beach, Fl 33180 
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EcoQuest 
by Sierra 
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Overall Rating: 


Level of Interest 


Hour Month Year 


Game Specs: 


Memory Requirements: 640K, 10Mhz or » 
Support: Mouse, Joystick, Keyboard 

Add' Support: Ad Lib, SoundBlaster, Roland 
Average Playing Time: 5-10 hours 

Available for: PC and compatibles 

Designed by: Gano Haine, Jane Jensen 
Distributed by: Sierra On-Line 

Retail Price: $59.95 


Day 


Sierra, who has being giving us the 
various quest series games for some 
time, has now come out with Eco- 
Quest, the first of their games based 
on addressing the danger of the 
worlds' ecological problems. You play 
the part of Adam, an intelligent envi- 
ronmentally-informed young boy who 
has been brought up by his father to 
treat the planet with respect. Your ad- 
venture really begins when you dis- 
cover that the dolphin that your father 
is treating, after it got caught in a drift 
net, can talk. The dolphin, Delphineus, 
informs you that the underwater king- 
dom of Eluria is in danger because its 
king, a whale named Cetus, is miss- 
ing. You must journey with Delphineus 
to Eluria to try to not only find King 
Cetus, but to deal with the pollution 
plaguing the beautiful undersea city. A 
variety of undersea dwellers await 
your assistance. EcoQuest may be 
designed for a younger audience but 
can be fun for an adult to play as well. 
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Humor combines with ecologically 
sound messages to make kids more 
aware of the problems Earth faces. 


You may not be able to save the 
world by yourself, but you can do a 
lot for the underwater city, Eluria. 


You can make other people more 
aware of the hazards they pose to 
their environment and its inhabitants. 


The evil mutated manta ray Flesh 
Eater is sure to have been involved 
with the disappearance of Cetus. 


As always, Sierra's proprietary 
system excels in sound and 
graphic presentation. For the 
younger audience, EcoQuest 
also excels in a cute, youthful 
storyline. Puzzles here are in- 
tended jamages Smtomb4. with 10 
year old Boys SeEMing to be the 
target alidience. Some of the 
cheerful inanes like "lie idancing 
һатзі amd tal Kifgidalphin will 
appeal to апу child at heart. Тһе 
inclusion of a booklet entitled "I 
helped save the earth" is a nice 
suppliment to the package, but as 
Steve Honeywell was quick to 
point out, tip 433 in the booklet 
tells kids not to buy EcoQuest be- 
cause it's shrinkwrapped!-Mike 


There are games that | wished 
had come out when | was a kid (if 
we had had computers during the 
Civil War) and this is surely one 
of them. An intelligent, moral 
game like Eco Quest can have a 
роѕііуеаӣ ерсе on4aBy person, 
young OF old 10г years to come. 
The wellknown Siema quest for- 
mat is GSed"SueceSsfully here, as 
you explore beautifully drawn un- 
derwater landscapes and fight 
dangerous creatures, as well as 
confronting the careless waste 
we all make every day. The chal- 
lenge level is suitably designed 
for a younger audience, but par- 
ents should enjoy playing right 
alongside their kids. -Dave 


EcoQuest is a difficult game to 
review. For an older, more expe- 
rienced audience, like myself, the 
game is much too easy. Howev- 
er, for kids, which is the target 
audience here, EcoQuest has a 
good difficulty level and a few 
nice megSages, аб0Ш ГЕсоіооу 
thrown ТІП, ШИПоШ Loo much 
preaching ГобкіпФаҒІіһе game 
like this 8009065: is ай excellent 
adventure forits audience, and 
kids should remember these 
lessons since the game is enjoy- 
able. One thing that worries me is 
that even though the game is so 
ecologically sound, the packaged 
game is shrinkwrapped, which the 
game itself says to avoid. -Steve 


" Aliens approaching... fightercraft launched." 
ч | 


Alien Combat, and Role Pla 


There’s no room for error when traveling faster 
than the speed of light, racing through star systems in 
a desperate search for a new world to house Mankind. 
But there are plenty of opportunities for mistakes. Alien 
races of every conceivable size, shape, temperament 
and sophistication seek to aid, use, corrupt or destroy 
you — and you don't know which. 


* Diplomacy. Negotiate with a variety of alien races. 
Forge strategic treaties and alliances with those you 
trust. Each alien race is uniquely animated. 

* Firepower. Pilot a massive starship armed with 
remote-controlled fightercraft, kamikaze attack ships, a 
devastating plasma gun and high-tech probes. 
Customize the ship’s engine and weapons systems. 
Battle alien warships in Super 3-D Graphics. 


Hyperspeed is a dramatic enhancement of 
MicroProse's interstellar action epic, Lightspeed, 
featuring 4 giant star clusters, an all-new animated 
opening, more aliens and more role-playing adventure. 


We're so sure you'll consider Hyperspeed the best 
Space game you've ever played that we'll pay you to 
find out. Just send in үө Hyperspeed proof-of- 
purchase along with the original disks of any space 
game you own, and MicroProse will send you $10. 


For IBM-PC/Tandy/compatibles. For the latest information on release dates and availabilities, call MicroProse 
Customer Service at 410-771-1151, 9 am to 5 pm EST, weekdays. 1991 MicroProse, Inc., 
180 Lakefront Drive, Hunt Valley, MD 21030-2245. 


CIRCLE #150 ON READER SERVICE CARD. 


Creepy Castle 


by Reactor 
88 91 86 80 79 85 
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Game Specs: 


Memory Requirements: 1 Meg RAM 
Support: Keyboard 

Ааа! Support: None 

Average Playing Time: 20 hours 
Available for: Macintosh + or greater 
Designed by: Bill Appleton 
Distributed by: Reactor 

Retail Price: $49.95 


For all of you Macintosh owners out 
there, Reactor has come out with a 
game for you. Creepy Castle is an 
arcade style horror game in which the 
self-appointed hero, Melvin "T-Bone" 
Powers, takes it upon himself to res- 
cue a girl from the clutches of a mad 
doctor. You must defeat the denizens 
of four different locales before facing 
off against the mad doctor himself. 
Along the way you will find a variety of 
powers ups and weapons like wolf's 
bane, silver bullets, shovels and 
wooden stakes. Each level is a differ- 
ent terrifying setting where you are 
attacked by the vicious creatures that 
serve the doctor. Vampires bite your 
neck, Frankenstein monsters strangle 
you, vermin constantly harass and 
werewolves claw your tender flesh, 
but does that get you down? Heck no! 
You just pick yourself up and keep on 
going. No one said life would be sim- 
ple, but someone has to rescue the 
poor girl from the Creepy Castle! 
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You're on your way to the Creepy 
Castle now! Watch out for the ghast- 
ly ghouls you meet! 


mb : t| = i 
Can you discover the secret to 


destroying the giant werewolf boss 
at the end of the first level? 


Return the nasty vampires to the foul 
pit from whence they came with the 
handy stakes you find! 


all of the trouble around the Creepy 
Castle. 


Already pumped from Spaceship 
Warlock, | was looking for a tour 
de force in Mac arcade gaming 
experience with Reactor's latest. 
Mac guru Bill Appleton and artis- 
tic talent directed by top Reactor 
man MikemSacnz дозво! disap- 
point. [Even the МО tune by 
Reactor Veteran Joe Sparks is as 
catchy fas hie Spaceship Warlock 
theme f not more Sof Graphics 
are good, but they would've been 
great had they been in color. 
Game play reminded me a lot of 
Dark Castle, and just as challeng- 
ing! Sound effects are choice, with 
some hilarious digitized side-split- 
ters (Frankenstein's growl kills 
те!). Way to go, Reactor!  -Mike 


This is the first black-and-white 
game that I've played and really 
liked since Pirates, and | have to 
Say, a game has to be good for 
me to overlook the lack of color. 
It's oddly appropriate here, as if 
this is aE the gl Thirties 
movies; The Game jS Very easy to 
play, and the ІІШейехі asides аге 
humorgüs'Tittle.jabs. Тһе game- 
play is simple left-to-right scrolling 
action, but having to pick up and 
correctly use the weapons along 
the way is challenging enough. 
And | can't complement the "feel- 
ing" of the game enough, from the 
copy protection that revolves 
around old horror movies, to the 


screams of the werewolves. -Dave 


When | first sat down to play 
Creepy Castle, | thought it was a 
pretty amusing little game without 
much to it. However, as | contin- 
ued to play, | found that | was 
getting relatively obsessed with 
the game, intending to play just 
once andfgoino ПШ! three 
or four times ata stretch! My one 
complaint IS that шау control 
could be improved abit: | like the 
digitized\yoiees ("cool") апа the 
growls from the enemies. Not as 
exciting as Spaceship Warlock, 
this game does have more lasting 
playability. What | liked most was 
the intro music. Those guys at 
Reactor (Joe Sparks in this case) 
write catchy tunes! - Steve 


А Fighter Pilot's Dream 


It's up to you to avenge Earth. You'll 
fly the MANTIS, a high-tech wonder  . 
armed with futuristic firepower. 


mental Space Fighter (codename: 
S). Our first world government, 

bf Earth (F.O.E.) developed it to fight 
enemy: Now they're looking for 
meone to fly it — in combat. 


State of the Art 3-D > 


ANTIS: in thrilling, realistic 3-D 
ant graphics, cinematic digitized . 
ents, chilling sound effects, and a 
Musical score add to the adventure. 

№, 


ШШ. 


Ас(йа! screens "Mis vary. 


Your Mis. ission 


Saving the planet from destructidfris no small- -- 
chore. The Sirians are returning to finish what 
they began. Are you up to the challenge? 


For Amiga/IBI 
RIEN i 


Hoyle's 3 


by Sierra On-Line 


Memory Requirements: 640K, Hard drive 
Support: Keyboard, Mouse, Keyboard, Joystick 
Add' Support: Ad Lib, SoundBlaster, Roland 
Average Playing Time: 1-3 hours 

Available for: PC and compatibles 

Designed by: Bill Davis, Stuart Moulder 
Distributed by: Sierra On-Line 

Retail Price: $39.95 


The first two Hoyle's 
Games releases were successful 


Book of 


titles, and number three looks to win 
a few hands as well. Your new 
board game choices are Backgam- 
mon, Pachisi, Yacht, Dominoes, 
Checkers, and Snakes and Ladders. 
Each game can be set up with 
famous Sierra characters (like Larry 
or King Graham), each with appro- 


FULL HOUSE | 
|| SH, STRATCHT 


priate responses. Graphics and 
sound effects are well done, as in 
the rolling dice or the slap of bones 
on the domino board. Add this col- 
lection to your game wall at home. 


| Addicting little games, great for the 
younger аџаіе ё @е ог laptop own- | 
| ers looking to kill some time. -Mik: 


22 Р Ze 
Dest of the 


by Ready Soft 


Memory Requirements: 640K, Hard drive 
Support: Keyboard, Mouse 

Add' Support: Ad Lib, SoundBlaster, Roland 
Average Playing Time: 5-15 hours 

Available for: PC and compatibles 

Designed by: Don Bluth, Sullivan Bluth 
Distributed by: Ready Soft 

Retail Price: $59.95 


Ace is at it again, this time having 
to rescue the fair maiden Kimmy 
from the evil clutches of Comman- 
der Borf. With all-new animations 
(five megabytes worth), you must 
fight and shoot your way past the 
evil Borf and his henchmen, in order 
to find the Infanto Ray and destroy 
it, before it can be used to turn all of 
Earth into wailing infants. 


As with all of Don Bluth's adven- 


tures, your success is measured in 
ultra-fast action and split second 
timing. The game itself won't take 
long, but you'll long remember it! 


o 


Super Tetris 


by Spectrum Holobyte 


Memory Requirements: 640K 

Support: Keyboard, Mouse, Joystick 

Ааа! Support: Ad Lib, SoundBlaster, Roland 
Average Playing Time: 20 hours 

Available for: PC and compatibles 

Designed by: Alexey Pajitnov, Vladimir Pokhilko 
Distributed by: Spectrum Holobyte 

Retail Price: $49.95 


Alexey can't take total credit for 
the fall of the Communist govern- 
ment in his homeland, but it appears 
his original idea for Tetris is still cre- 
ating revolution in the gaming world. 
The latest addition to the series 
expands on the first with a deeper 
"well" for the pieces to fall, and it 
also scrolls with the falling piece. 
Seven types of special bonuses lie 


unexposed, waiting for you to gather 
them up. Best of all, special "cluster 
bombs" are awarded for each line 
removed. The more lines removed, 
the larger the bomb. 


Yuck. Animatiengis choppy, load 
time is a pain Әй player control is 
way too confusing. Get out! -Mike 


Still can't breakaway from Tetris, 
eh Spectrum? Af Igast Super Tetris 
is better than the rest! -Mike 


| friends. Васкдат "ой and Dominoes | 
[alone are worth the price. _-Dave | 


Way too fast for my taste, and the 
graphics, whidhlihnlled me in '83, 
are poo in '92. Sorry, Don. -Dave 


| Not something,I'd play incessantly, 
| Hoyle 3 is the kind offgame to boot 
| up every now and again. -Steve 


32 COMPUTER GAME REVIEW 


What's the point.of this game? 
Play it for an four and you win. 
Boring, boring, boring! -Steve 


Easily the besisIeiis sequel ever! 
The bombs area Great addition, as 
are the bonuses. "Super!" -Dave 


This one is funk would have liked 


it much better iP% had come direct- 
ly after the first Tetris. -Steve 


"World War Ш Eliminated The Weak... 


Now The Real 
155 
4 и 

бус ^N 


^ ав, 


Actual screen shown. 


In the wake of nuclear holocaust not even the strong 
are guaranteed survival. Staying alive requires 
resourcefulness as well as might. 

You lead a squadron of 20 highly-trained soldiers who 
discover World War III isn'tover. An insane genius named 
Baron Czarny has built an army from the dispossessed 
and armed it with abandoned high-tech weaponry. Now, 
you must pit your group's diverse skills, and your leadership 
abilities, against an onslaught of marauders and military 
madmen determined to win a war the world lost. 


TWILIGH. К 


Based on the 
world's most 
popular war 
role-playing 


Twilight: 200015 state-of-the-art, futuristic role-playing: 
Extensive character generation * Over 2MB of stunning 
bit-mapped graphics * Movement in military vehicles is 
shown in detailed 3-D; actions outside vehicles are 
presented in scaled 2-D 3/4 views * Digitized sound 
effects and a mood-setting soundtrack • 9 unique vehicle 
types ranging from an American-made HUM-VEE to a 
Soviet-made T-72tank* Scenario design by GDW founder 
Marc Miller! 


Actual screens may vary. 


BAR AGE — 


Software 


Marketed by MicroProse Software Inc. 
180 Lakefront Drive - Hunt Valley, MD 21030 


For IBM-PC/Tandy/compatibles. For the latest information on release dates and availabilities 
call Paragon Customer Service at 412-838-1173, 9 am to 5 pm EST. weekdays. « 1991 
Paragon Software and Game Designers Workshop. Twilight: 2000 is produced under license 
from Game Designers Workshop. 
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CHILD SUPPORTI 


y 


The Macintosh is growing in 
acceptance, not just in the work- 
place, but in the home as well. 
There's been an ever-increasing call 
for educational software, as well as 
less difficult, entertaining games for 
a younger audience, for this 
advanced system. Stepping in to fill 
that breach is SpelunX (pronounced 
like the word that means cave 
explorer, "spelunker"), this Broder- 
bund release offers a world of non- 
competitive whimsy and wonder. 

The rooms are depicted in well- 
drawn graphics, primarily in black- 
and-white but with color popping up 
in significant places, like the rarefied 
gas tube that lights up with different 
colors with each new gas. 

Every screen has objects that can 
\ be clicked on for further animation, 


SPELUNX 


By Broderbund 


like the picture of the Solar System 
that increases in scale each time it 
is clicked. Ease of use is paramount 
in SpelunX, and the pleasure in 
exploring each room and trying new 
things is pleasant and rewarding. 

SpelunX and the Caves of Mr. 
Pseudo is available for the Macin- 
tosh Plus, SE/30, ІІ Series, Classic 
and LC, for $49.95. System 6.0.7 
and 2MB minimum required. 


SpelunX includes rooms where 
you can feed animals in a terrari- 
um (above left), drop rocks to 
test the velocity of falling 
objects (above), and the puppet 
heads (below) that move in time 
to your own words (with a Mac 
sound digitizer, sold separately). 


CASTLE OF DR, BRAIN. 


By Sierra On-Line 


If you have kids at home that want 
to map galaxies, break secret 
codes, program robots, and basical- 
ly do things that might not be possi- 
ble in their corner of the rec room, 
then you might want to have them 
take a trip to the Castle of Dr. Brain. 
Created by Corey Cole, who was 
the progenitor of the Hero's Quest 
series, Dr. Brain presents a mind- 
taxing list of things for kids to do. 

Choose a Difficulty setting appro- 
priate for you (from Novice to 
Expert), and begin your role as 
applicant to be Dr. Brain's lab assis- 
tant. A simplified version of the Sier- 
ra icon bar is available to help you 
decipher the dozens of crazy rooms 
Dr. Brain has ahead. Whenever you 
get stuck, you can spend a Hint 
Coin to help you solve the puzzle, 
and gain more Coins from complet- 
ing other puzzles. 

XG Included in the game is a copy of 


the 128-page paperback "The Fan- 
tastic Book of Logic Puzzles," which 
perfectly complements the challeng- 
ing brain twisters in The Castle. 
Don't be worried that they're too 
tough; most twelve-year olds and 
some eight-year-olds will be able to 
handle them. 

The Castle of Dr. Brain is available 
for MS-DOS machines for $49.95. 


The tasks are fun 
for adults as well 
as kids, such as 
common puzzle 
games (top), the 
Doctor's crazy 
machine (above) 
and the Rube- 
Goldberg-like 
alarm clock (left). 4 
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Earth has had 2 World Wars. 
You can have 4 billion. 


Introducing Global CONQUEST." The classic strategy 
engagement that's never the same game twice. 


Do you crave a strategy game where the 
only thing you can expect is the 
unexpected? Then you're ready for 
Global Conquest from award-winning 
designer Dan Bunten! 


From a state-of-the-art mobile command 
center, you'll direct land, sea, amd 

air forces against 3 other military aggressors that are 
bent on planetary dominance! 


You'll wage war on 4 billion unknown worlds where 
your troops must learn the terrain while battling th 
enemy! You'll overcome random events like earthquakes and time 
warps! And, with modem-play capabilities, you ll 
experience gameplay thats ever-changing and 
always exciting! 


Actual screens may vary. 


Ф 


Its a thrilling challenge! But what 
else would you expect from the 
mind of Dan Bunten, the man who 

re-wrote the rules on strategy 
gaming with Command Н.О.“ 
and MULE? 


Global Conquest. It has more world 
wars than you could experience in a 
thousand lifetimes! 


MASTERS OF STRATEGY SERIES 


Marketed by MicroProse Software, Inc. 
180 Lakefront Drive * Hunt Valley, MD 21030-2245 
(410) 771-1151 
© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED 

Available for IBM-PC/Compatibles 
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CGR PERIPHERAL REVIEW 


Sound cards are becoming a hot 
item these days for both manufac- 
turers and consumers. With the 
demand for high quality VGA graph- 
ics in computer games to dazzle the 
eyes, so too follows the demand for 
high quality stereo sound to tickle 
the ears. The first company to suc- 
cessfully market sound cards on a 
wide scale consumer approach was 
Adlib. Adlib cards turned basic PC 
speaker blips into more dynamic, 
albeit limited, sound and music 
effects. 


alike into the world of DAC (Digital to 
Audio Conversion) as a demanded stan- 
dard. DAC is what allows playback of 
digitized sound effects, which is almost a 
necessity in today’s highly sophisticated 
computer entertainment products. 

The Roland LAPC-1 card pushed the 
PC sound envelope even further with 
multitimbral LA synthesis, offering game 
soundtracks a dramatic improvement in 
sound quality and reproduction. Of 
course, the price was also a bit harder to 
swallow than competing sound boards 
on the market. 


Since then, Covox, 
Thunderboard, Creative 
Labs and other new- 
comers like Advanced 
Gravis have offered their 
interpretations of what 
an economically-priced 
PC sound system 
should offer. Creative 
Labs’ SoundBlaster 
board helped move PC 
gamers and developers L- 


While Adlib 
Gold has too 
many improve- 
ments to list, 
some of the more 
significant fea- 
tures offered to 
Adlib Gold users 
include 20 inde- 
pendent stereo 
channels with 4 
operator FM syn- 
thesis using 8 different waveforms. 
Also included is the capability of 16- 

е bit stereo FM DAC 
providing 96 db of 
dynamic range. Final- 
ly, the Adlib Gold card 
is expandable, mean- 
ing that add-on mod- 
ules such as surround 
sound and a tele- 
phone answering sys- 
tem that are currently 
in the works will be 
available in the future! 


AdLib 


This baby has been long awaited, 
and often doubted by Adlib's com- 
petition as being impossible to man- 
ufacture, let alone sell at a decent 
profit margin. After having experi- 
enced the demos and realizing just 
d packs 
mors for 
work har- 


no more high treble tweets with this 
beast. Of course, the biggest prob- 
lem facing Gold is the current lack 
of support. But companies like Sier- 
ra and Lucasfilm have already com- 
mitted to the support of this product. 
When that becomes a reality, the 
Gold will kick butt! -Mike 
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Okay, here it comes: there's a 
heretic in every crowd. Sure, the 
Gold card (gee, American Express is 
gonna /ove this) can do all those 
things that other cards can't do now. 
Yes, it will probably make the many 
even bet- 
o haven't 
es to CD 
n | really 
and is it 
worth that much extra investment? 
We're not talking Wagner or Mozart 
here, nor are computer games going 
to be using 80-piece concert orches- 
tras for scores in the near future. For 
the money, I'd rather buy a Sound- 
blaster and more meg or RAM for 
my current IBM. -Dave 


Not being as technically fluent or as 
technically minded as most of the 
rest of the CGR staff, my initial con- 
cern with the AdLib Gold was how it 
would sound. It's crystal clear. The 
impressive 


(as all d d show 
this car line for 
quality a t pack-in 
extras. software 
is a curr should be 


fixed when developers get a hold of 
the power that this item can 
unleash on the PC. | was very con- 
cerned about the proposed price of 
the Gold, but AdLib made an excel- 
lent move in pricing the card com- 
petitively. AdLib Gold is going to be 
tough to beat! - Steve 


Introducing SEA ROGUE." 
The undersea treasure hunt 
with Titanic possibilities. 


Spanish galleons that keeled in fierce 
Atlantic storms. Pirate ships sent to 
Davey Jones's Locker by blazing 
cannons. And a certain luxury liner 
said to be unsinkable. The sea seized 
them all, scattering their riches along 
the ocean floor. Diamonds, gold, 
pieces of eight—all wait for the 
adventurer bold enough to grab them! 


Now that adventurer is you, when you 
play SEA ROGUE. The game that 
rewards your undersea bravery by 
letting you rise from diver on a rickety 
scow to commander of a high-tech 
treasure probe. Along the way, you'll 
battle sharks and even deadlier 
hijackers and 
claim jumpers, 
not to mention 
the treacherous 
bends! You 

can even 

choose to play 
as a scientist or 
a fortune hunter. 
Either way, skill 
and courage take you to the ultimate 
challenges—the salvaging of the 
Titanic and the German battleship 
Bismarck. But one wrong move and 
a watery grave is your only reward. 


Marketed by MicroProse Software, Inc. 
SEA ROGUE. It takes you to new 180 Lakefront Drive > Hunt Valley, MD 21030-2245 
depths of excitement. EAS. 


© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED 
Available for IBM-PC/Compatibles. 
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Special Forces 


by Microprose U.K. 


Remember Microprose's first arcade 
action mission game that was a mile- 
stone for the company because it was 
not a simulation based on a flying 
machine? The name of the game was 
Airborne Ranger, and did very well for 
Microprose in the Commodore 64 
market. Even though it was ported to 
the PC, Amiga and ST platforms, it did 
not fair as well as was expected. 

Microprose U.K. is giving it another 
shot. Perhaps the U.K. satellite felt it 
should upgrade old favorites the way 
the U.S. head office had with re- 
releases of Silent Service (Silent Ser- 
vice ІІ), Gunship (Gunship 2000) and 
F-19 (F-117/A Nighthawk). Entitled 
Special Forces, this new game incor- 
porates upgraded graphics, better 


Heroes of the 
397th 


by Electronic Arts U.K. 


Heroes is another title that probably 
will not be seen in the States as a 
commercial release. The simulation is 
essentially Lucasfilm's “Their Finest 
Hour" upgraded to VGA. The style of 
game play (especially the multiple 
camera view playback options) close- 
ly mirrors that of Chuck Yeager's Air 
Combat. The game focuses entirely 
on flying a P-51 fighter plane during 
bombing raids on the Third Reich. 
Heroes incorporates "Flight Simula- 
tor"-style landmark graphics into the 
missions for sight seeing purposes as 
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DESERT. | 
LIROPICS | 


[TEMPERATE 


Control four agents in four 
climates simultaneously! 


sound effects, and more importantly, 
various world-climate missions and the 
ability to control a squadron of com- 
mandos (as opposed to just the one 
soldier in Airborne Ranger). 

The four climate zones include the 
Arctic, Desert, Temperate and Tropics, 
each offering a multitude of new situa- 
tions to explore and missions to 
accomplish. U.S. gamers probably will 
not see this title imported into the 
States as this action game is only 
being developed for the Amiga and ST 
with no plans for a PC version. 


you escort the bombers into unsafe 
territory. The flight sim even 
includes missions where you can 
intercept the notorious V1 Buzz 
Bombs. Finally, Heroes includes an 
arcade setting for players who are 
looking for a quick round of high 
intensity dog-fighting without labor- 
ing over realistic flight physics. 


Hone in on your targets care- 
fully - even hide behind tanks! 


Study the overhead map for 
the most efficient route. 


, Huge end of level, 
méga monsters" 


Secret hidden 
levels for only 
the best to find! * 


ШТТІСІП M wilavengeghio! ^ D 

Bigger, badder, trighter, Super Space тайт, ” 
sends the game that launchéd nd 
games rocketing'into the 2146 


үү to the meahest, 
toughest way of making a living! 


ы т m. Enter the World of Pitfighting — 
"S ET. fighting for money. You'll have to face 
..- thugs like Тһе Executioner, Heavy 
. : Metal and Chain Man Eddie. " v 
.. T^ You'll never tire of this brutally ө NN j 
е Level айешеүе! of weird 3 addictive game! 2 
É and increasingly hostile 
invaders > 2” 
“ 


To order, see your local retailer or 
call 1-800-245-7744. 
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Incredibly real graphics, Amazing real-time sprite A perfect conversion of 
digitized from real fighters. scaling! Atari's t1 Arcade Hit. 


by Silmarils 


Here is a "conquer the kingdom"- 
style game with a new twist: you build 
your own warship designs based upon 
the level of intelligence of your engi- 
neering artists and the resources you 
have available. Storm Master pits you 
against several other computer con- 
trolled kings attempting to accomplish 
the same goal you have - total rule of 
the land! 

Be careful how you allocate your 
funds; too much development in future 
designs leaves your current army defi- 
cient of supplies needed for the bat- 
tles of the day. Also, if you are too 
content with the army you have, you 
are sure to discover some interesting 
contraptions destroying your once- 
unbeatable troops. 

Some of the warship designs are 
mirrors of modern day military hard- 
ware, as if Leonardo DaVinci decided 
to construct his creative ideas into 
instruments of persecution. Though he 
may not have done so, your subjects 
will have to... in order to survive! 


The cast of characters ranges from crafty wizards to belligerent kings! 


Design some incredible Leonardo DaVinci-style medieval warships! 


Tennis Cup 2 


by Loricel 


Tennis Cup, a very successful U.K. 
tennis game that only enjoyed mild 
success in the States when it was dis- 
tributed for the Amiga and ST by 
Electronic Zoo, is about to give rise to 
a sequel. Tennis Cup 2 is an eagerly 
awaited upgrade to Loricel's well ani- 
mated, easy to play tennis simulation. 
The sequel was developed mostly 
to take advantage of the new sound 
cards and high grade VGA graphics 
which are becoming the defacto stan- 
dard in computer gaming today. Now, 
PC tennis players will be able to hear 
the same well sampled sounds of the 
game that Amiga and ST owners 
have been enjoying since the first 
game. Graphics have also been sub- 
stantially upgraded, with finer anima- 
tion on the player sprites to make 
onscreen movement smooth as silk. 


To some players, the split screen 
perspective was too confusing. With 
Tennis Cup 2, Loricel has append- 
ed a transparent court diagram to 
the left of the action to aid in the 
Spatial awareness of the ball at all 
times. Unlike the first game, Tennis 
Cup 2 also allows players the 
option of removing the split screen 
vantage point of the opponent al- 
together, for less distracting play. 
From what we have seen so far, 
TC2 is a smash! 
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We are the #1 Software Source for 
Thousands of Computer Owners! 


If you've never shopped with us before. now is the time! 


Software 
Discounters 


INTERNATIONAL 


Find out why so many valued customers have! 
* Speedy Delivery * Latest Versions 


* Deep bi ounts * Nosurcharge on MC/Visa 
* Incredible Selection + Overni 


COMMODORE AMIGA 


688 Attack Sub. 521 
А 10 Avenger Enh. $39 
A.D&D: Champ of Krynn...$32 
A.D&D: Crs.Azr.Bnds ........ $32 
A.D&D: Dragon's Strike.......$32 
A.D&D: Pool of Rad $32 
A10 Tank Killer $32 
Action Stations 3.0 532 


Ad Lib Sound Card. 
Agiler "Microsoft 
Alge Blaster Plus 
Altered Beast 
Altered. Destiny 
Andretti's Racing Chal 
Arachnophobia 

25/25 
Armor Alley 

ATP Flight Simulator 
B.A.T 

BadBlood 

Balance of Planet 
Baneofthe Cosmic Forge. 
Bank St. Writer Plus. 
Banner Mania. 

Bards Tale Ш 


Mouse 


Armada 


Batt 
Battle Chess II 
Battlehawks 1942. 

Bill & Ted's Adventure 
Bill Elliot's Nascar 
Blockout 

Blue Max 

Bridge 6.0. ы 
Buck Rogers ‘Doomsday’. 
Budokan. 


Cardinal of the Kremlin.......$32 
Carmen: Past 200939 
Carmen: Europe $32 
Carmen: Time. $32 
Carmen: USA d 

Carmen: World .$32 
Cartooners 24-518 
Castles... $38 
Centerfold Squares „$19 
Centurion. „$18 
Chessmaster 2100. $32 
Child. Writ'g/Publ'g. $43 
Chuck Yeager's Aft. 2.0.......816 
Clue Master Detective.........$25 
Codename Iceman. $38 
Colonel's Bequest $38 
Command H.Q. $39 
Conflict in the Mid, East......$39 
Conquest of Camelot. $38 
Countdown $39 


Call For 
our Free 


Catalog! 


Covert Action $39 
Crib.King/Gin King. $16 
Crime Wave $39 
DAC Easy Acct. 4.1 $95 
DAS Boot Submarine Sim....$18 
Days of Thunder. $23 


Death Knights of Krynn.....$32 
Deluxe Paint 2: Enhanced....$88 
Deluxe Paint Animation.......$88 
Designasaurus Il... 


Dragon's Lair $44 
Drakkhen $39 
Dream Team. $32 
Duck Tales: Quest for Gold 529 
DuckTracy $32 
Elite Plus 

Elvira Mist;/Darkness. 
Empire 

Ensemble 


Epyx Game Series Combo.....$25 
Ergoloy Stick IBM/APP $18.88 


Eye of the Beholder. $32 
F-117ANighthawk $44 
F-15 Strike Eagle П.........525 
F-15 II Scenario... $19 
Е-19 Stealth Fighter. $44 
F-29 Retaliator $32 
F.S. Scenery Coll. A $39 
F.S. enery Coll. B. $39 
Falcon 3.0. $44 
Falcon AT (EGA Only) $39 
Firehawk-Thexder I1...........$23 
Flight of intruder $39 
Flight Simulator 4.0........$42 
Full Metal Planet „332 
Future Wars $32 


Gateway to Savage Е 
Gold of the Aztecs. 
Golden Axe 

Greg Norman Shark Attack. 25 
Guns & Butter/Global Dilem.$21 
Gunship. 

Gunship 2000 
Hardball 11.. 
Harpoon 

Harpoon Battle Dsk 2. 
Harpoon Battle Set 3 
Harpoon Scen. Edit 
Hawaiian Odyssey 
Heart of China Vi 
Hero's Quest... 
Hero's Quest II 
Hoyle's Book of Games. 
Hoyle's Book of Games 2. 
Hunt for Red October. 
Indy Jones: Last Cru. Act. 
Indy Jones: Last Cru. Graph...$21 


Indianapolis 500. 516 
Ishido. $35 
J. Nicklaus90 Champ Course...$16 
J. Nicklaus International....$16 
J. Nicklaus U.S. Open. $16 
J. Nicklaus 89 Champ Course $16 
J, Nicklaus Unlimited Golf.....$39 
J. Nicklaus Golf $23 
Jet Fighter П... 
Jigsaw Pinups. 

loe Montana Football 
lohn Madden Football 
Jones in the Fast Lane. 
Katie's Farm... 
KingsBounty.. 
King's Que: 


1 
King's Quest 2 
King's Quest 3 
King's Quest 4 
King's Quest 5 ЕСА 
King's Quest 5 VGA. 


nts of the Sky 
Lakers vs. Celtics. 

sure Suit Larry 

Leisure Suit Larry 2 
Leisure Suit Larry 3. 
Lemmings 


APPLE 


& G 


McGee at Fun Fair. 
Mean Streets 

Medievil Lords. 
Magafortress/Old Dog 

M raveller. 
Megatraveller П 
Mickey's 123 Surprise. 
Mickey's ABC Day/Fair. 
Mickey's ABC w/Sound 
Mickey's Colors/Shapes 
Mickey's Crossword. 

Might & Magic III H. Den. 
Monday Night Football 
Monopoly 

Mother Goose "Enhanced" 
New Math Blaster + 

New Print Shop. 

New PrntShp Grph-Prty Ed 
New PrntShp Grph-Samp Ed 
New PmtShp Sch Bus Grph 
New Print Shop Companion..$32 


McGee. 


Newsroom $14 
Night Shift $16 
Nuclear War. $32 


Oils Well. 
Paciolli 2000. s32 


Special Price! 


Ѕопу•Метогех 


Computer Disks 


4.99 Bos or 10 
3 


LHX Attack Chopper........$26 


Life & Death $23 
Life & Death IL... $32 
Lightspeed... ..839 
Links "Bayhill $16 
Links VGA А 539 
Links "Bountiful"Course...$16 
Links "Firestone: Course......$16 
Doors rare О 
Lost Patrol. S $32 
M-1 Tank Platoon.......... 542 


M.Beacon Tchs. Typing......$32 
Martian Dreams Hi/Dn. VGA $39 


Math Rabbit................ 825 
Maxx Control Yoke. $69 
Maxx Peddles..... $44 


$6.99 nox or 10 


While supplies. Lastelimit 4 


PCGlobe V4.0. $44 
PC USA..... $44 
Penthouse Jigsaw Puz. (X)....$26 
Personal Trainer SAT. $32 
PGA Golf — $32 
Pick N' Pile. 526 
Pictionary 525 
Playroom. $29 
Police Quest. $32 
Police Quest 2........ $38 
Pools of Darkness. $39 
Populous. 521 
Print Master Plus. 539 
Pro Tennis Tour. 52 
Publish It 1.2 $149.95 
Puzzle Gallery $26 


Quicken 4.0 $39 
Railroad Tycoon. 

Reader Rabbit 

Real Blackjacks. 

Real Poker. 

Red Baron УСА. 

Red Storm Rising. 
Renegade Legn: Intercept 
Rise of the Dragons EGA 
Rise of the Dragons VGA. 
Risk 

SAT Complete. 

Sargon 4 - 3D 

Savag 
Scrabble 

Scrabble Deluxe. 

Search for the King. 

Sec. Weapons of Luftwaffe. 
Secret Monkey Island EGA 
Secret monkey Island VGA 
Secret of Silver Blades. 
Shadow Sorcerer 

ent Service Il 

Sim City 

Sim Earth 

Sim City Graphics #1 

Sim City Graphics &2. 

Sim City Terrain Ed. 


Empire. 


Space 18$ 
Space Quest 

Space Quest 2. 
Space Quest 3 

pace Quest 4 EGA. 
Space Quest 4 УСА. 
Speed Reader 2. 
Spellcasting 101/Scorcerei 
Spell it Plus 

Spirit of Excalibar. 
Spot. 

Star Control 
Starflight Il 

Stellar 7. 
Stickybear Alphabet 
Stickybear Math. 


Stickybear Math 2. 825 
Stickybear Numbers. 825 
Stickybear Reading. 525 
Stickybear Reading Comp.....$32 
Stickybear Spellgrbr. $32 
Stickybear Typing. $32 
Stratego 

Street Rod. 


Street Rod II 

Strike Zone. 

Strip Poker 

Strip Poker 2 Data #1 


ight & 2-day s 


MACINTOSH 


Universal Milt. Sim IL... 
Kings Bounty 

Sim Earth... 

Bane of Cosmic Forge. 


Railroad Tycoon 


New For Amiga 


New For Atari ST 


Death Knights of Krynn.....$39 
Secretof the Silver Blades......$39 
Knights of the Crystallion......$39 
Spot... 525 
Е-15 Strike Eagle II 539 
Cardinal of the Kremlin.......$32 
Street Rod II $26 


Wonderland. $39 
Megatraveller $35 
Secret of Monkey Island.......$39 
Crime Wave... $30 
F-15 Strike Eagle II $39 
Tie Break Tennis.. $25 


Night Breed 
Pick-n-Pile 
Night Shift 
Back tothe Future II. 


ip available 


TARI ST 


Strip Poker 2 Data #2 $14 
Strip Poker 2 Data #3. $14 
Strip Poker Ш. $32 
Strip Poker Ш Data #1 $16 
Strip Poker Ш Data $16 
Strip Poker Ш Data #3.........516 
Strip Poker Ш Data &4........$16 
Stunts, $32 


Super Solv. Chal Апес Emp..$32 
Super Solv. Midnight Resc....$32 
Super Solv. Outnumbered.....832 
Super Solv. Treas, Mount......$32 
Tank. $39 
Teen Mutant Ninja Turtles....$25 
Terminator 
Test Drive II Cal Chall Scen $16 
Test Drive П Euro Chall........$16. 
Test Drive II Muscle Card.....$16 


Test Drive II The Duel $32 
Test Drive III $39 
Test Drive Ш Rd. & Car #1..$21 


Tetris: Russian Challenge......$23 
Their Finest Hour. 

Think Quick! 

Time Quest 

Tony LaRussa Baseball.. 
Tracon 2. 

Trivial Pursuit. $26 


Trump Ult.Cas. Gambling II $32 


Tunnels & Trolls. $14 
Tunnels of Armageddon........$26 
Twilight 2000. 539 
Typing Tutor 4 $32 
Ultima 5 $39 
Ultima 6. $44 
Ultima Trilogy 1- $39 
Universal Milt. Sim. II........539 
U.S. Atlas. $39 
Vaxine. $25 
$26 

Warlords. $32 
Wayne Gretzky Hockey 2.....$35 
Itris. $23 


Wing Comm, Mission #1......$19 
Wing Comm. Mission #2......$19 
Wing Commander. $39 
Wing Commander Il........$48 
Wizard Trilogy 
Wolf Pack. 
Wonderland. - 
Word Attack Plus, $32 
Word Writer PC 5 
World Atlas 


World Class Soccer. $25 
WWE Wrestling. 525 
Writer Rabbit 

X-Men II 

Yeager's Air Combat $39 


Looking 
For! 


Call Toll Free 1-800-966-7734 


HOW TO ORDER 
Order Line Hours: 


* SHIPPING: Continental 


ЗА - add $4. Call for details on overnight & 2 day 
shipping. APO & ЕРО - 55. Alaska & Hawaii - 57.50. Canada, Puerto Rico & Guam - 510 
US Virgin Islands - 812.50. РА residents add 6% sales tax on the t total amount of orders 
including shipping charges. Orders with cashier's checks or money orders shipped 
immediately. Personal & company checks, please allow 10 business days clearance. No 
C.O.D.s. Defective merchandise purchased within 60 days will be replaced with the same 
item. You must call Customer Service for return authorization. 412-361-5291 

9:00 - 5:00 EST. Prices and availability subject to change. 


Mon-Fri 9:00 - 9:00 
* Call us & use your Mastercard or Visa 
* Send Money Orders or Checks to: 
Software Discounters Int'l 
5607 Baum Blvd 
Pittsburgh, PA 15206 


Sat -10:00 - 4:00 EST 


* Order via modem on CompuServe 
& QLink 
* School purchase orders a 


FAX: 1-412-361-4545 


epted 
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4 | 
Drakkhen 2 


by Infogrammes 


The dragons are back! Info- 
grammes has enjoyed incredible suc- 
cess with their lengthy bitmap-on-poly- 
gon-plane adventure game. Due to 
the demand and excitement generat- 
ed from the first Drakkhen game that 
has been ported onto all computer 
platforms, even the Super Nintendo, 
the designers have hit the drawing 
boards and are at it again! 

Though still in preliminary design 
| stages, the sequel picks up 200 years 
after the unification of the dragon lords 
in the first game. As is the case in 
most adventure sequels, the rectified 
land has once again gone awry. Four 
adventures must once again band 
together and scour the land for clues 
as to how to contact the dragon lords 
| once again to aid in the banishment of 
evil. Players can use their existing 
characters from the last installment 
and retain all stats and objects, unlike 
most games which strip adventurers 
of their best, most treasured items. 
| Early development of the game 


24 
A 


One of Infogrammes 
most successful 
adventure titles 
returns, with more 
complexity and 
more impressive 
graphics! 


show the graphics as 16-color EGA 
to maintain portability between 
computer and console formats. 
However, Infogrammes intends to 
beef up both sound and graphic 
presentation for the PC, especially 
since the publishers are intending 
on releasing the game on a variety 
of CD formats, ranging from CD-l, 
CD-TV and CD-ROM. 


( Wolf Child 


by Core Design 


Core Design, the people responsi- 
ble for the runaway PC and Genesis 
hit Chuck Rock, are back. Their latest 
creation is an Altered Beast clone 
with 8-way directional scrolling. 
Beginning with a nifty intro sequence 
explaining the origin of the "Wolf 
Child," the game proper pulls players 
into an underground that ranges from 
high-tech metallic scenery to H.R. 
Giger Alien-style backdrops. 

You probably won't be surprised to 
learn that a powerful insect force is 
taking over (common for futuristic 
shooters). It's up to you to as the Wolf 
| Child to vanquish the invaders and 
save the world. The game features 
large main character sprites, multiple 
Street Fighter Il-style attack moves, 
and huge enemy bosses with unique, 
destructive patterns insuring your 
quick yet painful synthetic demise! 


Core Design, makers of the smash game Chuck Rock, brings their 
arcade design talent into an Altered Beast motif. Again, Core offers a 
lengthy intro setting the stage. After that - it's time to pound alien a.. 


42 COMPUTER GAME REVIEW 


n Ф COMING SOON! 
Armada 2525 (Amiga) APRIL 
Eye of the Beholder II (Amiga) APRIL 
Harpoon Designer Series SUMMER 
Indiana Jones Fate of Atlantis MAY 
ا‎ = Patriot (Harpoon) XMAS 
SOFCQLARS, INC. Planets Edge APRIL 
, Powermonger MAR/APR 
Realms SPRING 
IE ITEC / " Strike Commander UNE 
VALUE, INTEGRITY, KNOWLEDGE эз а sux UNE 
ADVENT. / ROLE PLAY 
PAST Ww M II STRATEGY 
= ІВМ АМ! CIVILIZATION PRE WW Il MODERN 
Band етае oe 33 5 fid An Empire To Stand The Test Of ime IBM AM IBM AMI 
Castles dde 36 - Annals of Rome 19 а Chuck Yeager Air Combat 39 - 
Champions Krynn 34 34 " Bandit Kings China (KOEI) 39 39 A-10E Tank Killer (DYNA) 39 39 
Conquest of the Longbow 42 - 5 RC Battles of Napoleon (551) 34 Brigade Commander (TTR) - 31 
Curse Azure Bonds 34 Civil War Vol. 1 (SSG) ог2ог3 25 Brigade Commander Disk #1 21 - 
Dusk of the Gods 38 Dec/Gettysburg (TIGL) 32 - Conflict Middle East (SSI) 39 39 
Eye of Beholder 34 34 Genghis Khan (KOED 39 39 -117A Nighthawk (VGA) 43 - 
Eye of Beholder 2 38 - Gettysburg (SSI) 39 - “15 Il 34 34 
Gatewy Savage Frontier 34 24 Gold of Americas (SSG) 25 25 F-15 II Desert Storm Disk 2 
Heimdall | É р Grand Fleet (SIMCAN) 39 - Falcon30 45 = 
Kings Quest 5 VGA 42 39 L'Empereur 38 Flight/Intruder (S.HOLOBYT) 39 39 
| Lord of the Rings 36 36 2 Medieval Lords (SSI) 39 Flight Sim 4.0 (S.HOLOBYTE) 39 39 
Magic Candle 2 39 - | қ = No Greater Slory ae = S Gunship 2000 (MICROPR) 40 
eams 3 | obunaga's Amb. 2 (KOED 3 - Harpoon v.12 (360) 39 39 
| а, 39 39 CIVILIZATION Prelude to Jutland (GQ) 29 - HSE #2 N. Atlantic (360) 21 21 
Pirates 15 - SidMeierhasdoneitagain!Ifyouloved | Red Baron VGA (DYNAMIN) 42 57 Harpoon #3 Med (380) non 
| ud б; Гаваа: И 7 | RR Tycoon, then get set for one of the و‎ e en а 2 
АГ 59 39 | products of the year! Starting in 4,000 | Warlords/Enhanced (SSG) 32 32 Harpoon Challenger Pack 5 55 
Secret of Monkey Island 2 39 2 BC, you will take your people up to M-1 Tank Platoon (MICROPR) 28 39 
Secret Silver Blades 34 34 | modem times. Compete with Egypt, MBT Centr. Germany (S C) 39 39 
Seige 38 А Rome, Napoleon, and others. Will in- WORLD WAR II MBT Middle East 39 = 
Treasures Savage Frontier 34 cludetechnologies, economics, military, Aces of the Pacific 42 = MBT North Germany (S C) 39 39 
The Two Towers 36 and inventions. Action Stations V. 3.2 32 32 Meee es Сай — 2 > 
2 Ad a 5 9 5 egafortress Mission Dis! 24 - 
Última 7 2 ІВМ $38 ERA Ferd асыл > 7 Red Storm Risin. (MICROPR) 19 15 
Ultima Underworld 7 | Banzai (СО) 29 - Л Fleet (SIM CAN) 39 39 
Uncharted Waters 43 | B. Tank Barbarosa (S.C.) 39 =o SAnKAMIATISEEGHOEO) 26 2 
Wizardry 7 42 Bismarck (GQ) 29 - Team Yankee (EUROPEAN) 39 39 
| Fleet Med (SIM CAN) 39 39 
B Halls Montezuma (SSG) 25 34 
PRESEN " In Harm's Way (SIM CAN) 39 39 GENERAL 
D/generation 34 Malta Storm (SIM CAN) 39 39 Civilization 38 = 
Elvira 2 43 É & Mariana's Turkey Shoot 29 - . Command HQ (MICROPL) 22 É 
Heart of China 37 37 à Midway (GQ) 29 å Lost Admiral 38 - 
Leisure Suit Larry 5 42 38 pos MBT Kursk (SIM CAN) 39 39 Perfect General 38 38 
Oh No! More Lemmings! 22 2 Pacific Storm (SIM CAN) 39 39 Populous 2 39 s 
Jaws of Cerberus 43 г Panzer Battles (SSG) 25 Populous World Editor 15 a 
Lost in L.A. 38 Patton Strikes Back (BROD) 38 - PowerMonger (E.A.) 34 34 
Police Quest 3 42 Perfect General WW II Disk 22 22 — PowerMonger WW I Disk 2 - 
Rocketeer w/Sound 42 River Plate (GQ) 29 RailRoad Tycoon 34 34 
Savage Empire 39 Rommel N. Africa (SSG) 28 -  SimAnt 38 2 
Spell Casting 201 39 Second Front (SSI) 39 39 біт Сиу (MAXIS) 34 34 
Willy Beamish 42 i 7 Secret Weapons Luft. 44 Sim City Ter. Edit. 15 
7 Р-38 (LUCAS) 20 Sim City Graphic Set #1 or #2 23 23 
FUTURE CARRIERS AT WAR кш 0 Sim arth жоо ос 
Ei 4. Silent Service Р! 3 3 
Buck Rogers 19 33 Finally, after all these years, (?) the ulti- Storm Across Europe (561) 17 = SPORTS 
Buck Rogers 2 34 mate WWII carrier battle game is avail- | Their Finest Hour/Battlehawks 44 19 
Breach 2 21 34 able forthe IBM. Willincludethebattles | Typhoon of Steel (SSI) 17 зә 40 Boxing a 34 
Dune 32 of Pearl Harbor, Coral Sea, Midway, | Western Front 39 i a d Баста EBE A i 
Elite Plus 19 = Eastern Solomons, Santa Cruz and the E miir 2 à 
Mata мдын. 38 7 | Marianas Turkey Shoot. ne SCI-FI Jack Nicklaus Unltd 9009 
rmada Б E 39 2 
Ec. з = IBM $37 Eum i Нз pais o: é 
Rise of Dragon VGA 39 39 | Hopefully in Mar. '92 pc Hare. OSS) 28 NES Бере Rotel "i i 
Ба сы % E Rules of Engagement 39 The Games/ Winter Challenge 36 - 
StarFlight 1 19 34 HARDWARE Second Conflict (Windows) Tony LaRussa 54 Е 
StarFlight 2 19 34 BM АМ Ultra Bots - —— LaRussa AL or NL Stadiums 15 Е 
Star Trek 25th Anniversary 36 LaRussa Great Teams '01- 68 15 
Twilight 2000 M AdLib — 79 | HINT BOOKS LaRussa Fantasy Managers 15 
Wing Commander 45 Ad Lib (Micro Ch) 145 2 | Harpoon Battle Book 19 LaRussa Classic Stadiums 15 - 
Wing Co. Secr. Miss. 21 Soundblaster (Pro) 190 SIM Earth 19 - . Wayne Grets! - 34 
Wing Co. Miss. 42 21 Soundblaster (Micro Ch) 225 x Railroad Tycoon 15 Wayne Gretsi 36 36 
Wing Commander 2 47 Gravis Joystick) 39 34 Chuck Yeager Handbook 15 - | Weaver Baseball 2.0 34 - 
W/C Spec Ops 1 27 CH-Flightstick 49 Wing Commander Hintbook 15 -  MLBPA Stats '90 15 - 
Speechpak 15 Champ Joystick 20 з Might & Magic III 15 - Commissioner's Disk 22 
Wasteland 19 = Thunderboard 99 5 Run 5 Magazine 1-16 4 World Champ. Cribbage 24 
| Thrustmaster 79 


For information and release dates (404) 840-7906 
To place orders, call 1-(800) 852-6187 


SUITE 12, NORCROSS, GA 30071 
Please Have Credit Card Ready 


9am-10pm Eastern (6am-7pm Pacific). UPS $4.00 (AK & HI - $11) 

COD $8.00. Second day air: $2.50 extra. SHIPPING OUTSIDE OF 
S. is $7 & UPS Foreign available. UPS OVERSEAS: 3 day shipping 

time! Prices are subject to change so please call first! 

PHONE (404) 840-7906.. «24 HR. FAX Line: (404) 840-7925 

TOLL FREE: 1-800-875-7906.. .. or 800-852-6187 


2890 LAKE COLONY DRIV 
Please Note NEW PHONE NUMBER! 


CIRCLE #193 ON READER SERVICE CARD. 


CHIPS & BIIS CALL 800 -753 -GAME 


IBM TRADITIONTAL 


ІВМ WARGAMES 
Action Stations 
Amer Civil War 1 - 3 Ea 
Battle of Austerlitz 
Battles of Napoleon 
Battle Tank Kursk 
Blitzkrieg Ardennes 
Borodino 


Bravo Romeo Delta 
Campaign 

Carriers at War 
Charge Light Brigade 
Civil War SSI 

Cohort 

Conflict 

Conflict: Middle East 
Conflict in Vietnam 
Decision at Gettysburg 
Fire Brigade 
Gettysburg; Turning Pnt 
GEN QUARTERS 
Halls of Montezuma 
Harpoon 

Harpoon Set 2 or 3 
Harpoon Set 4 
Harpoon Editor 


$37 
$32 
$37 
$34 
$42 
$34 
$15 
$37 
$12 
$29 
$34 
$37 
$26 


$27 


Harpoon Challenger Pak$ 54 


Kampfgruppe 
MacArthur's War 
Midway 

Panzer Battles 
Patriot 

Patriot Battle Sets Ea 
Patriot Editor 

Patton v Rommel 
Patton Strikes Back 
Red Lightning 
Rommel North Africa 
Rorke's Drift 

Second Front 
SIMCAN Games 
Storm Across Europe 
Typhoon of Steel 


ГА 
» 


UMS 1 

UMS 2 Nations at War 
UMS 2 Desert Storm 
UMS 2 Planet Editor 
V for Victory 

Waterloo 

Western Front 


$37 
$29 
$26 
$22 
$38 
$24 
$27 
$15 
$37 
$12 
$22 
$34 
$37 
$39 
$37 
$37 


IBM STRATEGY 
Ancient Art War 
Ancient Art War at Sea 
Ancient Art War in Sky 
Armada 2525 
Bandit Kings of China 
Battle Isle $32 
Big Business $32 

‘CARRIERS AT WAR' 
from SSG is WW? carrier 
warfare. Explore Pearl 
Harbor, Santa Cruz, 
Coral Sea, Midway, 


$29 
$29 
$34 
$32 
$37 


Eastern Solomons, & 
Marianas Turkey Shoot. 


Great graphics and 
simulation. You must 
seek out the enemy 
carriers, fleets and 
aircraft before they find 
you. Hundreds of ships 
& aircraft are individually 
modeled. With point & 
click interface, 256 color 
VGA & sound board 
support $37 


Breach 2 Enhanced $19 
Breach 2 Scenario Disk $15 
Castles $36 
Castles Disk 1 $19 
Centurion $19 
Civilization $39 
Command HQ $34 


Crisis in the Kremlin 


SIERRA 


Designasaurus 2 $28 
DRAGON Force $31 
Dragon Lord $12 
Dune $34 
Empire $31 
Final Conflict $34 
FireTeam 2200 $29 


FireTeam Const Kit 
'POLICE QUEST 3' 
from SIERRA is an 
accurate simulation of 
police action in an 
adventure game setting. 
Follow a dangerous and 
puzzling trail of brutal 
cult killings and on the 
way make sure you 'do 
it by the book' to keep 
the criminals behind 
bars. Features include 
video-captured human 


actors with life-like 

action, 256 color hand 

painted digitized 

raphics, and sound 

senna [ай support $34 
$19 Fort Apache $34 
$34 Full Metal Planet $31 
$20 Genghis Khan $37 
$28 Gold of the Americas $12 
$38 Imperium $26 
$12 Lemmings $32 
$37 Lemmings Data Disk $19 
$29 L'Empereur $37 


White Death 


IBM STRATEGY 


Liberty or Death $37 
Lost Admiral $34 
Lost Patrol $12 
Medieval Lords $37 
Medieval Warriors $19 
Merchant Colony $34 
Millenium $27 
Nobunaga 1 or 2 $37 
Nuclear War $12 
Objection $34 
Objection Enh $89 
Ogre $19 
Omega $30 
Operation Combat $24 
Overlord $28 
Paladin $28 
Perfect General $34 
Perfect General Disk 2 $23 
Populous $21 
Populous & Simcity $34 


Populous Promise Land $ 14 
Populous 2 $38 
Power Monger $34 


Project Moonbase $24 
Railroad Empire $34 
Railroad Tycoon $34 
Reach for the Stars 3 $19 
Revolution 76 $29 
Rider of Rohan $32 
Romanc 3 Kngdm tor? $42 
Rules of Engagement 538 
Second Conflict $34 
Seven Cities of Gold $12 


$38 


IBM ADVENTURE IBM ADVENTURE 


Felony $12 Where Amrcas Pst CSD $37 
Free DC $34 Where Europe CSD $30 
Gamma Force $12 Where USA CSD $30 
Geisha $32 Where World CSD $27 
Grail Quest $27 Where World CSD Dix $49 
Harley Davidson $12 Where Time CSD $30 


$34 , Wonderland $34 
'LEISURE SUIT 
| LARRY 5' from SIERRA 
is a 3D animated 
dventure game. Help 
Larry and Passionate 
Patty take on organized 
crime, the FBI, and the 
Citizens Against Nearly 

À Everything in their 
spiciest computer caper 
yet. Features include 
hand painted digitized 
256 color graphics, 
original score by 
Hollywood composer 
Craig Safan, a no typing 
interface, and sound 
board support. $34 


Heart of China 


IBM TRADITIONAL 
3D Pool 
3 in 1 Players Pack 
Amarillo Slim Poker 
Battlechess 1 or 2 


Hostage $12 
Hound of Shadow $19 
Indy Jones L Crsd уда $28 
Indy Jones Fate Atlantis $ 38 
King's Quest 1Епһпса $34 


$12 
$37 
$15 
$31 


Jeopardy 1 or 2 $10 
Jeopardy Silver Edition $15 
Jones in the Fast Lane $24 
Monopoly $24 
Penthouse Jigsaw $24 
Rack'em $12 
Risk $24 
Sargon 4 or 5 $34 
Scrabble Deluxe $34 
Shanghai 2 $31 
Spot $24 
Stratego $31 
Strip Poker 3 $31 
Strip Poker Data 1-5 Ea $19 
Super Tetris $32 
Tetris $24 
Trivial Pursuit $26 
Trump Castle 2 $32 
Wheel of Fortune бой $15 
Wrld Chmp Backgamn $24 
Wrld Chmp Cribbage $24 
ІВМ SPORTS 

4D Boxing 

4th & Inches 

1992 Winter Olympics $32 
ABC Boxing $32 


ABC Mon Night Football $ 37 


APBA Baseball 
APBA Encyclopedia 


APBA General Manager $ 31 


APBA Innovator 
APBA Stat Master 
APBA 1908 - 91 Ea 
APBA Basketball 


$28 
$34 


$34 
$39 
$21 
$28 


Siege 


"SPACE QUEST IV' 
from SIERRA is a 3D 
animated adventure 


game 
embarks on a 


Roger Wilco 


trip 


through space and time 
to keep the universe 


safe for fair play, 


and 


bad jokes in this fourth 


chapter in the Space 
Quest series. Features 
include 256 color hand 


painted 
scrolling 


graphics, 
screens, 


realistic sound effects, 


and a rock and 


roll 


soundtrack with sound 


King's Quest 2 or 3 $28 Big Boggle $15 
King's Quest 4 $34 Blackjack $34 
King's Quest 5 vga $34 Centerfold Squares $21 
Lane Mastodon 512 ER " 

Leather Goddesses 2 $42 

Leisure Suit Lrry 1 уда $34 

Leisure Suit Lrry 2 $34 

Leisure Suit Lrry 3 $34 


Leisure Suit Lrry 5 
Light Quest 

Loom 

Lost in LA 

Lost Treasures Infocom 
Magnetic Scrolls Bndl 
Manhunter NY or SF 
Maniac Mansion 
Martian Memorandum 
Mean Streets 

Police Quest 1 

Police Quest 2 or 3 
Rise of the Dragon 


$59 
$37 
$28 
$18 
$37 
$37 
$28 
$34 
$34 


'LOST ADMIRAL' from 
QUANTUM QUALITY 
PRODUCTIONS is а 
turn based production 
naval strategy game. 
Features 9 scenarios, a 
random map scenario, 
15 campaign games, 
flagships with special 
abilities, very strong 
artificial intelligence, in 
depth officers ranking 
system, accumulates 
your career history as 
you play, 2 player 
option, and sound board 
support. In short better 


Rocketeer 

Search for the King 
Secrt Monky Islnd 1vga 
Secrt Monky Isind 2 
Sex Olympics 


$32 
$37 
$38 
$38 


Chessmaster 3000 $32 
Clue Master Detective $15 
Cribbage King/Gin King 519 
Crossword Magic $32 


than EMPIRE. 


APBA Bowling 
APBA Football 

Bo Jackson Baseball 
Fast Break 


$34 


$19 
$49 
$32 
$17 


board support $34 
Sim Ant $37 
SimCity $29 
SimCity for Windows $37 
SimCity Graphic 1 or2 $23 
SimCity Terrain Editor $15 
SimEarth $41 
Star Control $29 
Starfleet 1 or 2 $38 
Stellar Crusade $12 
Strategic Forces $19 
Sword of Aragon $28 
Theatre of War $32 
Theatre Sets $21 
Visions of Aftermath $12 
Warlords $29 
Worlds at War $29 
IBM ADVENTURE 
Advnts Willie Beamish $34 
Altered Destiny $34 
BAT. $19 
BAT.2 $32 
Bart Simpsn House Wrd $32 
Castle of Dr Brain $34 
Code Мате: Iceman $21 
Colonel Bequest $21 
Colonel Bequest 2 $34 
Conquests of Camelot $21 


Conquests of Longbow 
Countdown 

Covert Action 

Crime Does Not Pay 
Crime Wave 

Deja Vu 2 Lost in LV 
Don't Go Alone 

Eco Quest 1 


$34 
$37 
$29 
$34 
$37 
$12 
$12 
$34 


Sex Vixens from Space 
Shogun 

Space Quest 1 

Space Quest 2 


Guaranteed 100% Compatible 
with Adlib ond Sound Blaster cords for PC Gomes 


hs. 


Dealers Choice Poker $34 
Edwrd О Thrp Bick Jck $29 
Femmes Fatale $28 
Games People Play $27 
— |'THUNDER BOARD' 
from MEDIAVISION isa 
sound board that is 
100% compatible with 
Soundblaster and Adlib 
cards for PC Games. It 
reproduces all digitized 
sounds using an 8 bit 
Digital to Audio 
Converter (DAC) 

| Features include 
dynamic filtering, 11 
Voice FM music 
synthesizer, sampling 
rate up to 22 KHz, 
microphone input, 
joystick port, and a 2 


watt power amp. $84 
Space Quest 3 or 4 $34 GO Master 5 Deluxe $109 
Spellcasting 101 or 201 $34 GO Junior $19 
Startrek 5 $12 GO Master 5 $39 
Startrek 25th Aniversry $36 GO Master 5 Toolkit $39 
Time Quest $29 GO Scribbler $34 
Train $ 6 Grand Slam Bridge $24 
Uninvited $12 Hoyle's Games 1 ог2 $21 
Universe 1 -3 Ea $34 Hoyle's Games 3 $29 


Games Winter Challenge$34 
Greens $34 
Gretsky Hockey 2 $34 
Gretsky League $26 
Hardball 2 $28 
Indianapolis 500 $19 
Intl Sports Challenge — $29 
Joe Montana Football. $31 
John Elway's QB $6 
Lakers v Celtics $19 
LH 3 in 1 Football $30 
LH Boxing $30 
LH College Basketball $30 
LH Full Count Baseball $30 
LH Hockey $30 
LH Pro Basketball $30 
LH Team Disks $15 
LH League Leaders $15 
LH Utility Disks. $15 


Links Golf $37 
Links Course 1 -5 Ea $17 
Low Blow $12 


Madden Football 

Madden Football 2 
Magic Johnson Fst Brk $ 6 
Magic Johnson MVP $18 
Mario Andretti Racing $32 
ML Basbll Mngr's Chling $ 24 
ML World Series Disks $17 
ML TD 1982 - 1990 Ea $17 
ML All Stars $17 


$32 
$32 


IBM MAC & AMIGA GAMES FOR LESS 


IBM SPORTS 
ML Franchise Disks Еа $20 
ML Box Score Stats $20 
ML GM Disk 3 $25 
Microleague Basketball $28 
ML Personal Pro Golf $28 
ML Football Deluxe $39 
ML Ftball Team Disks $17 


TWILIGH: 


[E 


ми 200 


Mike Ditka Football $34 
NFL Challenge $60 
NFL 1984 - 1987 Ea $15 
NFL 1988 - 1991 Ea $22 
NFL Preseason Disk 522 
NFL All Star Teams $22 
NFL College Alumni — $22 
NFL College Teams $19 
NFL Dream Teams $20 
NFL Greatest Teams $22 
NFL Roster Editor $20 
NFL Situation Editor $20 


NFLP roleague Football $49 
Nicklaus Unlimited Golf $37 


NG Clip Art $17 
NG Course 2 $ 6 
NG Course 1 & 2 $19 
NG Course 3, 4, 075 $15 


Over the Net Volleyball $24 


Pete Rose Baseball $9 
PGA Tour Golf $32 
PGA Tour Golf Disk 1. $17 
PGA Tour Golf Ltd Ей $45 
Pro Football Analyst $34 
Pro Tennis Tour 2 $32 
Reel Fish'n $12 
Road to the Final Four $37 
Serve & Volley $12 
Speedball 2 $27 
Sport of Kings $18 
Tennis Cup $32 
Tie Break Tennis $27 
TKO Boxing 


Tom Landry Football 
Tony LaRussa Basebll 


T LaRussa Stadiums $15 
T LaR Teams1901-68 $15 
Weaver Baseball 2.0 — $32 
Weaver Commisnr 2.0 $21 
Weaver 2.0 1990 Teams$ 16 
Weaver 2.0 Comm Edt $59 
World Circuit $34 
World Class Soccer $28 


IBM AD & D 
Champions of Krynn $32 
Curse of Azure Bonds $32 
Death Knights of Krynn $32 
Dragon Strike $32 
Dragons of Flame $12 


Eye of the Beholder 532 

Eye of the Beholder2 $38 
"TWILIGHT 2000' from 
MICROPROSE is a 
roleplaying game set in 
the aftermath of WW3. 
Test your leadership 


ipt Skills by commanding a 


squad of 20. Features 
individual motivations, 
j values & moral code, 50 
attributes/skills, 60 
careers, overhead 3D 
outdoor views, detailed 
3D military vehicle 
simulators, masses of 
vehicles, weapons, & 
explosives to kill & maim 
with. 256 color VGA, 
adlib support $34 


Gateway Savge Frontr $32 
Heroes ofthe Lance 512 
Pool of Darkness $38 
Pool of Radiance $32 


Secret of Silver Blades $32 
Shadow Sorcerer $32 
Treasures Savge Frontr $32 
War of the Lance. $ 9 


IBM HARDWARE 
Ad Lib Sound Card 
Ad Lib Gold Snd Crd 
Adlib Surround Sound $59 
Adlib Telephone Module $ 59 


$69 
$199 


Ad Lib Speakers 
Flight Stick 
Flight Stick w Falcon $46 

'CONQUESTS оғ 

ТНЕ LONGBOW: 

ADVENTURES OF 
ROBIN HOOD' is an 
adventure game that 
gives a feeling for the 
legend. Richardis being 
held for ransom by the 
Austrians. Your goal is 
10 raise money to рау 
the ransom. You are 
aided by your marry 
band and obstructed by 
Prince John, the Abbot 
& the Sheriff. Features 
multiple paths to multiple 
endings, 256 color VGA 
& sound support. $34 


$109 


$15 
$43 


Sound Blaster 


Sound Blaster Pro $199 
Snd Blaster Speakers $15 
Snd Blaster Voice Edtr $54 
Thrustmaster Joystick $79 


Thrustmstr Weapn Cntrl $79 
Thunder Board SndBrd $84 
Thunder Board Spkrs $15 


IBM ROLE PLAYING 


2400 AD $28 
Autoduel $26 
Bad Blood $31 
Bard's Tale 1 $15 
Bard's Tale 2 $19 
Bard's Tale 3 $31 
Bard's Tale Cnstrctn St $34 
Battletech 1 or 2 $31 
Blade Warrior $12 
Bloodwych $42 
Buck Rogers 1 or 2 $32 
Captain Blood 59 
Captive $30 


CHARACTER EDITORS $16 


Conan $32 
Corporation $32 
Darklands $39 
Dragon Wars $31 
Dusk of the Gods $38 
Elvira 1 Mistress Dark $34 
Elvira 2 Jaws Cerberus $39 
Escape from Hell $17 
Hard Nova $19 


Hero's Quest 1 
Hero's Quest 2 or 3 
Immortal 

Keys to Maramon 
King's Bounty 
Knights of Legend 
Lord of the Rings 1 
Lord of the Rings 2 
Loremaster 

Magic Candle 1 
Magic Candle 2 
'ADVENTURES OF 
WILLY BEAMISH' from 
DYNAMIX is an 
animated adventure 
game. As Willy Beamish 
you'll face neurotic 
parents, a ghostly 
grandfather, teachers 
pushed over the edge. 
the babysitter from hell, 
a pet frog on steroids, 
anda plot to blow up the 
Citys sewer system 
Features traditional cell 
animation, 256 color 
hand painted scenes, 
and sound board 
support. $34 


Mechwarrior $34 
Megatraveller 1 $16 
Megatraveller 2 $34 
Megatraveller 3 $37 
Midwinter 1 $12 
Midwinter 2 $29 
Might & Magic 1 $12 
Might & Magic 2 $12 
Might & Magic 3 $38 
Mines of Titan $12 
Murder $29 
Pirates 89 
Planet's Edge $38 
Prophecy 1 $12 
Questron 2 $12 
Sentinal Worlds $18 
Space 1889 $16 
Space Inc $34 
Space Rogue $30 
Space Wrecked $32 
Spirit of Excaliber $29 
Starflight 1 or 2 $19 
Sword of the Samurai $ 9 
Swrd Samrai & Pirates $16 
Tangled Tales $21 
Terran Envoy $12 
Third Courier $59 
Times of Lore $28 
Tunnels & Trolls $12 
Twilight 2000 $34 
Ultima Martian Dreams $37 
Ultima Savage Empire $34 
Ultima Trilogy $35 
Ultima 4 or 5 $35 


Ultima 6 False Prophet $39 


IBM ROLE PLAYING 


Ultima 7 Black Gate $45 
Ultima Stygian Abyss $48 
Uncharted Waters $42 


Vengeance of Excalibur $ 32 
Wizardry Trilogy $32 
Wizardry 4 $19 
Wizardry 5 $32 


Wizardry 6 Cosmic Frg $37 
Wizardry 7 Crusaders $39 
IBM SIMULATION 


688 Attack Sub $19 
A10 Avenger $43 
A10 Tank Killer 1.5 $34 
Aces of the Pacific $39 


Air Strike USA $19 
Armor Geddon $29 
ATAC $28 
ATP $37 
Battle Command $24 
Battlehawks 1942 $21 
Blue Мах:Асев WW 1 $12 
Cardinal of the Kremlin. $27 
Conqueror Multi Tank $27 
Crash Course $12 
Das Boot Submarine $19 
Design yr own Railroad $34 
Elite Plus $29 
Eye of the Storm $32 
F117A Nighthawk $42 
F14 Tomcat $28 
F15 Strike Eagle 2 $29 
F15 SE? Scenario Disk $17 
F19 Stealth Fighter $39 
F29 Retaliator $34 
Falcon 3.0 $42 
Flight of the Intruder $32 
Flight Simulator 4.0 $39 


Aircraft Scenry Design $35 
Fly Grand Canyon 3D $45 
Galactic Conqueror Tank$31 
Gunboat $33 
Gunship $12 
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Gunship 2000 $39 
Harrier Combat Sim $9 
Hoverforce $31 
Hunt for Red October $22 
Jet Fighter 2.0 $39 
Knights of the Sky $29 
LHX Attack Chopper 526 
Life & Death 1 $24 


CIRCLE #131 ON READER SERVICE CARD. 


| BM SIMULATION 
Life & Death 2 $32 
M1 Tank Platoon $39 
M1 Tank Platoon Bundl $39 


Mantis Exprmntl Fghtr $37 
Mechwarrior $34 
Megafortress $37 


Megafortress Mission 2 $24 
‘CIVILIZATION’ from 
MICROPROSE "is a 
competitive multi- 
opponent strategy 

“| game with a great deal 
of replayability" CGW. 
You explore cities, 
continents, and the 
world in an EMPIRE like 

P way You make 

“| economic decisions 
prioritizing technological 
growth in order to 
advance your civilization 
more rapidly than the 
other players. The best 
of both SIMCITY & 
EMPIRE $39 


Mig 29 Fulcrum 
New Facilities Locator 


$45 
$27 


Red Baron VGA $34 
Red Storm Rising $12 
Rapcon $29 
Sailing Simulator $39 


$34 
$34 


East Coast Voyages 
West Coast Voyages 
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Scenery Collection А/В $37 
Search for the Titanic $27 
Secret Weapons Lftwff $45 
S Weapons Expansion 1$ 21 
S Weapons Expansion 2$ 21 
Shuttle $37 
Silent Service 1 $7 
Silent Service 2 $34 
"RED BARON' from 
DYNAMIX is the best 
WWI flight simulator 
Take either side, fly 28 
aircraft including 
Albatros D3, Fokker 
Triplane, DH2 Pusher, 
Sopwith Camel, Spad 7 
Amazing Al, fly against 
real aces who use 
historically accurate 
tactics. Fly multiplane 
missions vs multiple 
enemies, single mission 
or campaign game 
VCR with pan & zoom, 
256 color VGA, & sound 
support. $34 


Startrek 25th Aniversry $36 


Strike Commander $45 
Stunt Driver $15 
Stunts $31 


Sublogic Scenery Disks $22 


Tank $37 
Team Yankee $36 
Team Yankee 2 $32 


1 BM SIMULATION 


Test Drive 2 Bundle $34 
Test Drive 3 $32 
ТОЗ Road & Car Disk $ 19 
Their Finest Hour $37 
TFH & BH1942 $46 
Thunderhawk $32 


Top Gun Danger Zone $34 


Tracon 534 
Тгасоп 2 529 
Ultrabots $37 
Vette $33 
Virtual Reality Studio 549 
Wing Commander 1 $39 
WC1 Mission 1 or 2 $19 
Wing Commander2 $45 
WC2 Speach Рак $15 


WC2 Special Ops 182 $27 
HINT BOOKS 
Civilization $16 
Colonel Bequest 1 or 2 $ 10 
Elvira 1 or 2 $10 
Harpoon Battlebook $19 
Indy Jones Fate Atlantis $ 10 
Lord of the Rings 1 or 2 $10 


Magic Candle 1 or 2 $10 
Might & Magic !or2 $10 
Might & Magic 3 $16 


Quest for Clue 2,3, or 4 $21 
Railroad Tycoon $10 
Red Baron $19 
SIERRA Hintbooks Ea. $10 
SSI Hintbooks Ea. $10 
Ultima 4 - 7 Ea. $10 
Wing Commander 1 & 2 $15 
'ELVIRA 2: THE JAWS 
OF CERBERUS' from 
ACCOLADE is a horror 
Ё fans' role playing game. 
Find and rescue Elvira 
| from among 3 different 
worlds, a graveyard, а 
haunted house and 
N catacombs, then fight a 
final battle against an 
entity of awesome 
power. Features include 
Қ nearly 4000 locations 
fully animated battles, 
256 color VGA graphics, 
over 700 seperate items, 
and sound 
support 


CHIPS & BITS 


PO Box 234 
Rochester VT 05767 
Fax 802-767-3382 


802-767-3033 


800-753-4263 
GEnie Keyword CHIPS 


Visa & MC Accepted,CODs $5 
Checks Held 4 Weeks 
Money Orders Treated as Cash 


Most Items Shipped Same Day 
Shipping times not guaranteed 
UPS Ground $4 / Order 
РОВох, APO, FPO, $5 / Order 
2 Business Day Air $6 / Order 


Europe Air Mail $12 First Item 
plus $6 Each additional Item 
Air Mail to Canda $6 / Order 
HI, AK, PR, Mail $7 / Order 
HI, AK, PR, 2 Day $12 / Order 


АП Sales Final. Check 
compatibility before you buy. 
Shipping times not guaranteed. 
Defectives replaced with same 
product. Price & availability 
subject to change. 


CES WHETS THE RPPETITE, LERVES YERR-LONG HUNGER 


Walking through the hundreds of 
booths in Vegas only did one thing 
for me: it made me wish 1 could time 
travel to a future when all of these 
products are out in finished form 
NOW! Seeing the tiniest scraps of 
Alpha versions for Sierra's Aces of 
the Pacific, Microprose's Darklands 
and Johnny Crash, Interplay's Buzz 
Aldrin: Race For Space, Origin's 
Strike Commander, Virgin's Guest, 
and the dozens of other super-hot 
titles barely whets the appetite. Aces, 
Guest and Darklands are featured in 
this issue's Preview section, and the 
others are covered in our blow-out 
CES Special Report beginning on 
Page 52. 

Some of the most anticipated 
games of the year are this close to 
being finished and slapped into their 
boxes: Wizardry VII from Sir-Tech, 
Origin's Ultima VII and Interplay's 
Star Trek: The Twenty-Fifth Anni- 
versary should finally be out as you 
read this. In addition, Lucasfilm is 
nearing completion on Indiana 
Jones and the Fate of Atlantis, 
which will still be a few weeks away, 
most likely. We hope (and pray and 
beg and wheedle) that we'll be cover- 
ing all of these games in our April 
issue. Only time will tell... 

One dynamite breakthrough that 
time has finally brought around to us 
is the increase of CD-ROM support 
among the game companies at large. 
The latest company to open their 
products up to the "storage medium 
of the future" is ICOM Simulations, 
who are bringing out their already- 
heralded Sherlock Holmes, Con- 
sulting Detective for CD-ROM for 
Macintish and IBM compatible sys- 
tems. Sherlock makes use of over 
ninety minutes of live-action video 
that transports the player right into 
Holmes' world. Having seen the game 
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on the Turbografx-16 CD system back 
in early '91, | can attest to its truly 
innovative style. In addition, the video 
segments make use of fifty different 
Speaking parts and twenty-five Victori- 
an sets. Three separate cases are 
included, with my favorite being "The 
Case of the Mystified Murderess." 

For those of you with Spectrum 
Holobyte's hot Falcon 3.0, you're prob- 
ably happy that the wait is over. You'll 
be even happier to hear that they're 
already working on Operation: Flying 
Tiger, which will contain campaign 
disks for Falcon 3.0, offering three 
new theatres of operation: the Philip- 
pines, Japan and Korea (Kim Il Sung, 
here we come!). And keep your radar 
up for the "patch" disk Spectrum's 
making available for the minor prob- 
lems they've detected in Falcon. Des- 
ignated Falcon 3.0a, it adds correc- 
tions for modem users, joystick cali- 
bration, sound glitches, and a few oth- 
er things. Contact Spectrum's Cus- 
tomer Support line at 510-522-1164, 
or reach them on GEnie (HOLO- 
BYTE), Prodigy (TKNJ33A), or Com- 
puServe (76004,2144). 

Speaking of upgrade disks, Three- 
Sixty Pacific has announced the avail- 
ability of MegaFortress: Operation 
Sledgehammer for PC's. Author Dale 
Brown (of the original "Flight of the Old 
Dog" book that Megafortress is based 
on) has aided Three-Sixty in this new 
release. Twenty-five new missions 
throughout Iran and Libya await, along 
with new weapons that include Mirage 
F-1's, MiG-25's, the CBU-95 Fuel Air 
Explosive (FAE) bombs, HAWK 
SAM's, and many more. 

There are new mission disks out and 
about for Secret Weapons of the Luft- 
waffe. The newest (and already in the 
stores) is the P-80 Shooting Star, 
America's forerunner to the F-80 and 
F-84 Sabre and Super Sabre jets. Fol- 


lowing later in March will be the He 
162 Salamander and the Do 335 
Arrow in June. All should include the 
basics found in the P-80 set: three 
Flight School missions, eight Histori- 
cal Missions, a total of nine Custom 
Missions, a Tour of Duty arena, and 
the popular Mission Builder. SWOTL 
won our award for best Flight Sim of 
'91, and together with the P-38 
Lightning Mission Disks already on 
the shelves, this may turn out to be 
one of the best-supported games in 
software history. 

Okay, back to the "totally new" 
stuff. DoMark U.K. is publishing an 
interesting package called Virtual 
Reality Studio, which will be dis- 
tributed Stateside by Accolade. Win- 
ning rave reviews in the Old Country 
press (and we're talking "10096" and 
the like), it makes use of Incentive 
Software's Freescape 3-D graphics 
system, allowing the user to create 
entire three-dimensional landscapes 
and buildings, and then move about 
and explore them at will. Creating а 
house with a number of rooms, each 
with unique furniture and objects іп 
the drawers of the furniture, can be 
done simply and easily on an icon- 
driven interface. The Studio will also 
allow you to send out copies of your 
creation to friends, which thenl run 
independently of the Studio. 

Since football is over, I'll have to 
find something to do with my Mon- 
day evenings, and starting April 6th, 
ІІ be watching PBS for their series 
"The Machine That Changed the 
World" about - you guessed it - 
computers! The five-evening series 
will explore virtual reality, artificial 
intelligence, new means of computer 
interfacing, and will include inter- 
views with everyone from Steven 
Jobs to Steven Wozniak, and every 
Steven in between. Don't miss it! 
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Introducing Computer 
Game Review, the leading 
* magazine of computer and 
16-Bit gaming! Not matter 
what computer or console 
you own, Computer Game 
Review covers it all in 
brilliant full color from 
beginning to end! 


Computer Game Review 
delivers the very latest news 
and information on the 


greatest role-playing, sports, 


strategy and simulation 
software available for your 
MS-DOS, Amiga, Apple and 
16-Bit game machines. 
Each issue is loaded with 
multiple-person reviews that 
show you the difference 
between what's hot and 
what's not, as well as maps 
d and strate- 
‘gies that put 
you ahead 
of the 
game! 
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* Honest Multi-Reviews that 


Exclusive Previews of New 
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tell it like it is! 


Games and International 
Coverage From Europe & Japan! 
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* Special Maps that Show the 
Entire Game at a Glance! 

* PLUS Game Tips and Strategies, 
Inside Information on Games In 
Development and much more!! 


Please send me 
- q savings of 


issues for the low price of 
off the newstand price! 


NAME 
ADDRESS 
CITY STATE. ZIP CODE 

PHONE (___) BIRTHDATE LL 


Please include check or money order for $19.95 ($29.95 for Canada and Mexico, 
$80.00 for all other foreign subscribers) and mail to: 
Computer Game Review 
P.O. BOX 7534 
RED OAK, IA 51591-0534 


Please allow six to eight weeks for your first issue to arrive 


Guest 


By Virgin Games 

Virgin Games debuted one of the 
hottest new games at the January 
CES. This new CD title has the work- 
ing title of Guest. This spectacular 
game has outstanding graphics, unlike 
anything seen before. Not only are the 
graphic backgrounds superbly ren- 
dered, but the entire screen scrolls 
when you move up the stairs or into 
another room. The graphics are so 
good, it's almost like playing a virtual 
reality game. The premise of Guest is 
that you're locked inside a haunted 


house, with no idea how you got there ( 


or what you need to do to escape. By 
clicking on different parts of every 
room, you'll be treated to clues in the 
form of ghost cats, headless spectres 
running through the halls, even a face 
that stretches out of the soup cooking 
on the kitchen stove! Although you 
can't die in Guest, you could be 
scared out of your mind! 
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» I WANT TO BE A VIDEO V.I.P.! 
START SENDING EGM NOW! 
Get 12 issues of EGM for only $23.95! Send payment to: 
EGM, P.O. Box 7524, Red Oak, IA 51591-0524 


ACT NOW | Name . 

and receive the Address — — 

1992 Video Game| City | | .— . /ÁX^.M—. _ 

Buyer's Guide State ZIP 

FREE (while 

supplies last!) Payment Enclosed Bill Me 

ys Credit Card Orders: 
22 VISA — MC 

CardNo. | | | | | o 
Exp. Date 
Signature 


For Faster Service, Call Toll-Free: 


1-800-444-2884 


сай PREVIEWS 
Darklands 


By MicroProse 


Darklands promises to be an RPG 
onlike any seen before. The Micro- 
Prose programmer who has created 
this game has a degree in Medieval 
History, and his concept behind this 
game is to include all of the beliefs of 
the 15th Century inhabitants of Ger- 
many. You'll see Saints that you can 
pray to for miracles, covens of diaboli- 
cal witches, alchemists turning lead into 
gold and dragons inhabiting dark 
caves. You'll also have to contend with 
power-hungry Barons and corrupted 
Clerics and Priests. The ultimate goal 
of the game is to achieve fame and 
immortality on multiple quests. The 
quests are created by an "adventure 
generator" and allow endless replaying. 
There are thousands of different char- 
acter types available through the char- 
acter generation system, with 26 
attributes and skills, as well as histori- 
cally accurate arms and armor. 


Aces Of 
The Pacific 


By Dynamix 

Damon Slye and Dynamix landed a 
winner in 1990 with their critically 
acclaimed flight sim, Red Baron. Using 
the same 3Space technology, but with 
some significant upgrades, Aces will 
may just be the best-looking flight sim 
planned for the entire year. Bit-mapped 
shots of your plane's wings and tail 
appear from the cockpit, and the exteri- 
or views show even more detail than 
Baron. You'll now be able to see far 
more ground detail, including the wake 
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of torpedoes, bullet splashes,burning 7 7 


ships and ground targets. The sky will 
have accurate star formations, that 
rise and set at their appropriate times. 
The Mission Recorder will allow you to 
jump back into a saved mission at A 
point. Aces will include dozens of his- | 
toric pilots to fly against, and will allow | 
you to hop into one of twenty-five differ- 
nt planes, all with accurate interiors 
(with a total of forty to fly against). 


It Was Cold as the two shoppers 
waited in line in front of the store... 

Dos vadanya, Democratic Citizen! And how are far- 
ing in these wonderful, free-market-inspired inflation- 
ary times? 

Dos vadanya, Fellow Democratic Citizen. Not well 
am faring, as you are seeing by emptiness of pockets. 
This week am not affording real money, so am paying 
for all items with frozen snowballs. Is bad, Fellow 
Democratic Citizen. Is verrry bad. Is also verrry cold. 

Am to be remembering famous Western saying, 
"Capitol of Italian peninsula country not constructed 
in single twenty-four hour revolution of planet." 

Please! Am not to say "revolution" in future, spose- 
ba. Is giving me pain in general right side. 

Am to be standing corrected. You are waiting in line 
for bread here, is correct? 

Am to be bearer of unacceptable tidings, but is not 
bread line. 

Am to be here for dispensing of month-old meat by- 
products, of in much demand by all, is so? 

Is not so, Fellow Democratic Citizen. Is no meat by- 
products within two hundred kilometer radius of spot. 

Am of excremental substance! And we are standing 
here in normal Siberian cold for something of value 


I RUSEPRHCE 


then, such as toilet paper for less than twenty rubles 
a roll, | am thinking? 

Is thinking like offspring of donkey mating with 
horse, F.D.C. Is line for free Miech!ovstokhol. 

You are translating Miechlovstokhol for me, as ат 
not understanding? 

Is meaning "Computer Game Review" magazine. Is 
given free by old "People's Headquarters for Keeping 
Citizens In Lack of Total Communication," which now 
is being "Office of Future Possibility in Four or Five 
Decades, If All In Luck and Dnieper Not Rise." 

Ah! Am understanding! Can eat this "Computer 
Game Review," such as with excellent vodka, no? 

No, friend. Is for reading, opening of minds that 
closed for generations are being. Plus, is contest, too! 

Contest, friend? What is meaning this word? 

Is meaning, all have chance to win computer 
games, as is just like in offices of CGR staff mem- 
bers, who are playing and reviewing same. 

Is of extreme low temperature, meaning comple- 
ment as our Western new-allies would say! 

Is great chance to take back to twelve family mem- 
bers in apartment something to take minds off condi- 
tions as now are. 

Is better than Olympics, now am expressing! 


To have a chance to win a copy of every game covered 
in our full page Review section for March, simply fill out 
the Reader Service card and circle 4200, and mail it to 
the address on the back. You'll automatically be entered. 
It's that simple! Fill out the info section so we can contact 
you, and check any numbers of companies whose prod- 
ucts you'd like more information on. Remember, not 
everyone is lucky enough to have a chance this great! 

The winner of our EA Great Game Station Giveaway is 
Ervey Hernandez from Santa Paula, CA! You lucky dog! 
And the winner of our December Ultima VII contest is 
Martin Giguere from Degelis, Quebec, CAN. You too are 
canine blessed with unusual favor, am kidding not! 

Contest Rules: All entries for the Computer Game Review / Great Review Contest must be postmarked no later than 
3/31/92 and received at the the Р.О. Box in Boulder, Colorado, no later than 4/14/92. The random drawing will be 
held on 4/20/92 and the winner will be notified by mail and their names published in the June issue of Computer 
Game Review. Prize value 5600 based on MSRP of all products awarded. The decision of the judges іп the selection 
of the winner of the contest is final. Neither Computer Game Review, employees of the game companies whose 
games are reviewed, nor the judges will be liable for lost, misdirected or illegible entries. No purchase is necessary 


to enter. Multiple entries are allowed only if sent under separate postage. Employees and families of Sendai and of 
the respective game companies are not eligible to enter. Void where prohibited, and God bless the С.1.5.! 
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JOURNEY TO THE CENTER 
OF THE INDUSTRY: 


THE 1992 WINTER 
CONSUMER, 
ELECTRONICS SHOW 


Las Vegas in January is a nice 
enough place to be (as opposed to 
Anchorage, for example), but it's 
even more pleasant to be in atten- 
dance for the Winter Consumer Elec- 
tronics Show. Among the newest in 
car stereos, TV's and VCR's, even 
Karaoke booths, stood hundreds of 
computer and cartridge game com- 
panies, all with one purpose in mind: 
to show off to those in the industry 
the latest games on the drawing 
board for 1992. Here then is a review 
of the best and brightest games for 
the upcoming year. 


MICROPROSE 


Microprose and Paragon should 
win the unofficial award for "Most Ti- 
tles and Projects Planned for the 
Next Year." In the last few months, 
they have released Gunship 2000, F- 
117A Stealthfighter, Hyperspeed, 
Civilization, and Twilight 2000. That 
list would be enough for most com- 
panies to sit back and relax with, but 
Microprose is forging ahead with a 
long list of great titles in the works. 
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First up is Paragon's dynamic duo 
of Mantis and Spellbound. Mantis is 
an outer space horse opera, follow- 
ing the XF5700 Experimental Space 
Fighter and the jaunty space jockey 
in charge of flying it - namely you. 
This game will be the first release 
from Paragon Studios, a new state- 
of-the-art video production house 
that will add cinematic touches and 
special effects to the Paragon line. 

In Mantis, your mission is to save 
the Earth and the rest of the Solar 
System from aliens that not only fly 
spaceships against you, but are also 
destroying the Earth's population 
from within (the intro shows one 
crawling out from an on-air news 
caster). Ships will be drawn with 
polygon graphics taken from mod- 
eled images, and the program will 
automatically substitute 256-color bit 
mapped images on faster 486's. Ac- 
tual people and sets will be used for 
the cinematic scenes, and your char- 
acter will be able to rise in rank and 
skill throughout his career. 

Spellbound contains just as much 


promise, and uses an even more in- 
tricate plotline. You are the son of a 
King, and a spoiled teenage brat to 
boot, when Dad is killed by an evil 
presence by the name of Grimnoth. 
He orders you to bring the crown to 
him, but on the way, your travel 
through the Five Realms forces you 
to grow up (and your character's pic- 
ture will change as you do), and 
you'll also have the opportunity to re- 
cruit other Princes to aid in the fight 
against Grimnoth. Much of your abili- 
ty will be tied in with magic spells, as 
you'll walk a thin line between "white" 
and "black" magic. Paragon promis- 
es lots of vibrant, colorful cinematic 
displays, as well as digitized sound 
and speech combined with an easy 
icon interface. 

Microprose has a number of fast- 
action, dynamic games to spearhead 
1992. One of the most-talked-about 
CES premieres (and already covered 
in depth on Page 50) is the much- 
ballyhooed Darklands. A great deal 
of effort is being put into Micropros- 
e's first RPG, and the effort here is 
realism to the Nth degree. Actual ar- 
mor, weapons, and places, as well 
as legendary monsters and Saints 
populate this world. Arnold Hendrick, 
game designer and history profes- 
sor, has recreated the era of Me- 
dieval Germany to an impressive 
depth, with both style and flair. 

Microprose hopes to fly with three 


F-15 III will sport impressive intro 
scenes, which is all that's ready now. 


major flight sims this year. Ad- 
vanced Tactical Air Command 
(A.T.A.C. on the game) is the name 
for an elite paramilitary air strike 
force, formed by the U.S. in the near 
future to spearhead the world's anti- 
drug effort. The F-22 high-perfor- 
mance stealth fighter will be avail- 
able, to fly singly or in 4-plane 


groups. And B-17 Flying Fortress is 
the working title for a Secret 
Weapons-type of multi-mission effort 
chronicling the history of your valiant 


You'll have to shepherd your crew 
through 25 missions in B-17. 


air crew. There is some discussion 
about using the recent pulse-pump- 
ing movie "Memphis Belle" as a title, 
and the theme is the same. Choose 
your ten-man crew wisely and at- 
tempt to bring them all back safely 
through twenty-five missions, hitting 
military sights in Germany and 
France in World War II while improv- 
ing your crew's skill. 

We also were treated to impressive 


All 16 circuits in Formula One racing are 
just around the corner in World Circuit. 


Microprose's Sea Rogue, created by Software Sorcery, sports an intrigu- 


ing premise and an interesting mission: find historical sunken ships. 


opening game cinemas (but alas, 
nothing else) for the third and possi- 
bly most highly-anticipated of the 
flight sims, that being F-15 Strike 
Eagle III. From the opening shots as 
you take off down the runway and 
scream into the sky, this one looked 
great. We'll probably be peeking at 
more of this promising sequel before 
the Summer CES has flown by. 

And if that's not enough, here's 
more Microprose magic. A sequel to 
Command H.Q. is on the boards, en- 
titled Conquest. Again developed by 
Dan Bunten, greater emphasis is be- 
ing placed on exploration, versatility 
and player interaction, including four- 
player capability (either by modem or 
two-computer direct hook-up). 

World Circuit is the name of the 
planned Spring release of their new 
racing game, which sports the only 
full sixteen race courses used by the 
Formula One series. The tracks are 
detailed in 3-D polygon graphics as 
you compete against twenty-five 
world-class drivers. Pit stops, wild 
crashes and multiple-angle replay 
features are all present. 

Microprose will also be distributing 
Software Sorcery's unique and in- 
triguing new game, Sea Rogue. 
You'll choose to either be an up- 
standing archeologist, looking to cor- 
rect history as you bring long-forgot- 
ten undersea wrecks to light, or that 
of a less moral but equally driven for- 
tune hunter, bent on gaining all the 
fame and treasure that one big dis- 
covery will grant him. All two-hun- 
dred plus wrecks are historically ac- 
curate, as you work your way up 
from rickety beginnings to the latest 
high-tech equipment, on the way to 
finding The Titanic, The Bismarck, 
and other famous underwater hulks. 

Saving the best for last, Micro- 


prose announced with a lot of hush- 
hush secrecy their plans for a revolu- 
tionary RPG entitled Johnny Crash. 
The project coordinator will be Matt 
Gruson, and he says that Crash will 
be contain a unique А! system, that 
lets you use items in ways impossi- 
ble in other current games. It'll be a 
futuristic space adventure (set in a 
galaxy far, far away, perhaps?) with 
a plotline that balances a linear ap- 
proach with freedom of decision. The 
game will reward the ingenious play- 
er, and will contain varaiable levels 
of play, digitized speech. Right now, 
the game requires 12 meg of disk 
space and a minimum 256-16 Mhz 
machine. 


MAXIS 


Can we move on to someone else, 
please? Okay, let's get moving with 
the newest in the Sim City-inspired 
world from Maxis. They're planning 
to bring to the States an impressive 


A-Train will let you dabble in Big 
Business as you build your lines. 


title that's been a big hit for some 
time in the land of the Rising Sun 
(and shrinking U.S. opinion). It's 
called A-Train, and it's been favor- 
ably compared to a cross between 
Sim City and Railroad Tycoon. This 
game has been hot in Japan since 
'86, with this version called "Take the 
A-Train 111." The object here is to do 
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from a German sub to a hot air ballon and mysterious Atlantean machines. 


A-Train Ill." The object here is to do 
much more than just build a suc- 
cessful rail network (in an urban, 
Tokyo-like setting this time). The 
profit you gain can be invested in 
major corporations, real estate pecu- 
lation, even the Stock Market. Your 
successful handling of the rail line 
will have a direct impact on the 
growth rate of your little Metropolis. 
You'll have to listen to "financial advi- 
sors" (I wonder if Gordon Gecko is 
available?) as well as balancing 
ledger sheets, but don't let that make 
it sound like the game isn't fun. On 
the contrary, the overall impression 
of the game is one of staring out 
your downtown high-rise, as the 
days turn to night and the seasons 
advance (both of which actually hap- 
pen), watching as your sleepy ham- 
let grows up intro a sprawling city. 
This one will sure appeal to all the 
Sim City afficionados who've been 
looking for something from Maxis 
that doesn't include growing animals, 
and it's destined to be a big '92 hit. 

Speaking of those Maxis minions, 
they also announced Windows ver- 
Sions of three of their biggest win- 
ners: Sim City, Sim Earth and Ro- 
boSport, as well as an IBM version 
of Sim Ant. 


LUCASFILM 


lts always fun to stop by the Lu- 
casfilm booth, and the one thing you 
can say about their display this year 
was that it was LOUD! Oh, it had to 
be, because of all of the extraneous 
noise from the fifty thousand other 
tourists, but the real reason they had 
it cranked was so that we could all 
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get an earful of their new IMUSE 
sound system. Co-creator Michael 
Land has created an innovative sys- 
tem whereby the computer takes the 
mood of the moment (for example, 
your snide remarks to your Governor 
of a girlfriend in Monkey Island II) 
and creates music to fit the scene on 
the fly. The syncing of realistic voic- 
es (like the Angela Lansbury woman 
who's heard in the new CD update of 
Loom) are great, but what's even 
more impressive is the continuity of 
the score. The best test is when you 
exit one scene, say a building, and 
enter a new one. The soundtrack 
keeps right on going, without hesita- 
tion, as it drops in a new melody per- 
fectly in time with the previous one. 
One game that will sure benefit 
from this ground-breaking technolo- 
gy is the soon-to-be-seen Indiana 
Jones and the Fate of Atlantis. Hal 
Barwood and Noah Falstein are al- 
most finished with their wholly origi- 
nal story, with game options present 
even in the intro sequences! Featur- 
ing over 200 rooms and one hundred 
pieces of original background art, 
The Fate of Atlantis will also debut 
Lucasfilm's first efforts at using Roto- 


а. / da J ` 
Indy is planning on a hot time un- 
less he can find a way out of this! 


scoping for the character movement. 
This involves videotaping real people 
doing whatever needs to be done in 
the game - walking, jumping, picking 
up whips - and then feeding that data 
through a computer imaging program 
to create the computer images. 
You'll also be able to "choose" one of 
three paths in the game, from bare- 
knuckles brawling mode to thinking- 
cap mode, even a "partner" mode, all 
dependent on your in-game actions. 
Plato never could have imagined an 
Atlantis like this one! 

Lucasfilm also has three more 
Tour of Duty disks due out soon for 
Secret Weapons of the Luftwaffe. 
The P-38 Lightning set is already on 
the shelves, and following in order 
will be disks for the P-80 Shooting 
Star (America's first operational jet 
fighter), the He 162 Salamander, 
(Hitler's hoped-for people's fighter) 
and the Do 335 Arrow (a push-pull 
twin propeller plane that was the 
fastest piston engine aircraft ever 
built), all at a reasonable $29.95. All 
will include Training and Historical 
missions, as well as Tour of Duty 
and Mission Builder options. Check 
out the April CGR for a review of P- 
80 Shooting Star. 


PSYGNOSIS 


Riding the crest of the Lemming-in- 
duced wave, Psygnosis has a game 
entitled Tomatoes in the works. The 


If you're a fan of Lemmings, Psygno- 
sis is hoping you'll like Tomatoes. 
idea's the same: get your vegetable 
(or is it a fruit?) to the other side of 
the screen intact. But there are many 
dangerous obstacles in your little 
fruit's way (or is it a vegetable?). 
Here's hoping we see a lot of tomato 
Soup, spaghetti sauce and BLT fatal- 
ities as options for your misdeeds. | 
can't wait until the first time I'm 
turned into tomato puree! 


Although they've been very suc- 
cessful with their floppy sales, Psyg- 
nosis also announced their intention 
to jump into the CD games market 
with both feet. Their first release will 
probably be called Microcosm, 
which will be a Fantastic Voyage- 
type game, where your mission is to 
explore the human body from head 
to toe. The graphics we were shown 
looked incredibly surreal, and prove 
that the best vacations are always 
Spent close to home. The graphics 
for this game may be some of the 
best we've seen to date, and it's 
planned for a CD-TV ship initially. 

Planetside is their other CD-TV ti- 
tle, and may resemble a cross be- 
tween Outland ("In Space, nobody 
can hear you eat popcorn") and Fa- 
tal Recall - | mean, Total Recall. It 
also looked very impressive, with 
planes flashing by in the intro 
Screens, which, like Microprose's F- 
15 Strike Eagle III, were all that were 
ready to be seen at the time. Only 
time will tell when we or if we'll see 
them translated to the normal IBM 
platform. 

Psygnosis is also working hard on 
Air Support. Not much is available 
on this title yet, but we should have 
more on the game in our April issue, 
so stay tuned. 


BRODERBUND 

To address the growing demand 
for educational and children's soft- 
ware, Broderbund is turning their ef- 
forts to developing more software 
along these lines. Page 34 carries a 
preview of the game SpelunX (pro- 
nounced "SPEE-lunks") and is ап in- 
teresting learning trip to the caves of 
Mr. Seudo. Also due up is a series of 
CD-supported "Living Books," begin- 
ning with Just Grandma and Me, an 


мато 3 


The Living Books allow you to click 


nearly anywhere on the screen. 


interactive story that allows you to 
click on nearly all the objects on the 
screen, causing birds to soar, boats 
to sail, kites to fly, and on and on. 
Another feature is the three lan- 
guage format, which allows you to 
change the text to Spanish or 
Japanese and back. The concept of 
being able to both see and hear the 
Story should facilitate learning, the 
makers suggest, as well as making 
the learning experience more fun in 
general. The 'books" will also be 
available for both MPC and Macin- 
tosh formats at around $50.00. Other 
titles will include Arthur's Teacher 
Trouble, New Kid on the Block, 
and The Tortoise and the Hare. 
Also hot from Broderbund this year 
will be a CD-ROM Deluxe version of 
Where in the World Is Carmen 
Sandiego. Increased storage space 
will allow you to hear 150 pieces of 
digitized traditional and folk music for 


The CD-ROM version of Carmen al- 
lows for a huge increase in graphics. 


each location, thirty "talking" charac- 
ters, as well as more than 3,200 
main clues and 500 digitized foreign 
language clues. Hundreds of anima- 
tions are now possible, as well as 
higher levels of difficulty. A 1,000 


page copy of the World Almanac is 
included, too. 


DATA EAST 


Another pair of anxiously awaited 
games are in the pipeline. Close to 
completion is Ultrabots: Sanction 
Earth (our cover story in November), 
and we should see a final version by 
late April (we hope). After Ultrabots 
is finished, the Novalogic team that's 
the creative force behind the game 
will switch their focus to Battlefield 
2000, which uses the same impres- 
sive ray-traced graphics that Ultra- 
bots uses. Battlefield will be based 
around an as-yet undefined conflict 
between NATO and Warsaw Pact 
Forces, undefined due to the contin- 
ually changing situation Over There. 
Both games should go far in making 
the Data East / Novalogic team-up 
pretty successful. 


KONAMI 


This month's interview with Bitmap 
Brothers game designer Eric Mat- 
thews and their partnership with 
Konami underscores the commit- 
ment to innovative gaming that Kon- 
ami is trying to provide. We'll see im- 
ported versions of some of the 
Bitmap Bro's greatest hits, including 
Gods and Magic Pockets. The first 
all-new game from the collaboration 
will be Chaos Engine, which is an 
arcade-action game (as are Gods 
and Pockets) in a similar vein to 
Gauntlet. You control one of three 
characters on the screen, with the 
two non-player guys acting along set 
guidelines. For example, one may be 
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Chaos Engine features multi-level graphics, multiple characters with indi- 
vidual goals, and tons of fast action! Check out the mini-nukes going off! 
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Gods contains a huge assortment 
of power-ups and Easter eggs. 

possible, while the other is merely 
trying attempting to explore as much 
territory as possible. There will also 
be an interesting use of multi-level 


terrain and impressive weapons 
power-ups. All of this will be set in a 
Victorian era, with four levels of dark 
forests and sprawling industrial work- 
Shops. Chaos Engine should be out 
by June or so, for Amiga and IBM. 

Konami also shows its desire to 
work in other companies with their 
partnerships with Gremlin and Mir- 
rorsoft. Gremlin will be producing two 
interesting titles: Utopia - The Cre- 
ation of a Nation, and a name 
movie fans should remember, Plan 9 
From Outer Space. Utopia will be a 
strategy simulation where you must 
help your space colony to exist on a 
lifeless alien world. You'll decide how 
to apportion your limited monetary 
resources, whether to spend heavily 
on the military, or increase your 
creature comforts. Ten alien civiliza- 
tions will challenge the very survival 
of your perfect society. An April re- 
lease is anticipated on both Amiga 
and MS-DOS. 

Fans of B movies will really enjoy 
Plan 9 From Outer Space. Based on 
the last movie Bela Lugosi made (he 
died during filming, with laughable 
attempts were made to keep his 
character in the film - but that's an- 


The Greek and Roman mythos shows 
through in the bosses in Gods. 

other story). The plot to this title is 
just as strange. Players must travel 
to ninety world-wide locations as 
they gather up the missing reels of 
film, then hurry off to the editing 
room to splice them all together (1 
am NOT making this up!). This is 


definitely the early favorite for "Most - 


Innovative Idea" for the year, and if 
the digitized movie footage is half as 
good as the story is strange, this 
could be one of the sleeper hits of 
the year. Plan 9 is due out in the the- 
atres - uh, the stores in the Spring, 
again on both IBM and Amiga. 
Mirrorsoft has four titles in the 
works: Lure of the Temptress, 
Reach for the Skies, Mega Lo Ma- 
nia and Legend, all released under 
their Konami / Imageworks partner- 
ship. Starting with Temptress, we 
have a standard RPG in what's billed 
asa non-standard format. The play- 
er will be able to develop indepen- 
dently of the world around him, as 
the imprisoned Prince Conal must 
disguise himself as a commoner to 
break out of prison and free his land. 
Reach for the Skies will simulate 
the Battle of Britain, with the player 
choosing either to be controlling one 
of the sides, or piloting an aircraft 
from one of the combatants. Mega 
Lo Mania sounds a lot like Civiliza- 
tion, as you lead your developing na- 


Whether you build a hospital or a tank factory will determine your popu- 
lation's survival in Utopia. Multiple environments will be present. 
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tion from the Stone Age to the Nan- 
otech Age. Other nations are also at- 
tempting to rise to planetary leader- 
ship, as the increase in technology 
promises an increase in challenge. 

Legend comes to us from the mak- 
ers of Bloodwych, and will follow a 
strict D&D format, with four charac- 
ters available: a Berserker, a 
Troubadour, an Assassin and a 
Runemaster. The land will be dis- 
played in an isometric 3-D world, and 
there will be plenty of dungeons to 
map, puzzles to solve and evildoers 
to convert to the faith. 

Reach for the Skies is expected 
available for a Spring release, the 
other three for Second Quarter, and 
all are promised for both Amiga and 
IBM formats. 

But that's not all folks! For the Kon- 
amicons are also planning two other 


E 


Champions lets you draw your hero's 
costume in a multitude of ways. 


excellent-looking games: an NFL-li- 
censed football game that, coinci- 
dence of coincidences, is being 
called NFL Football, and a comput- 
er version of the popular Champi- 
ons role-playing game. NFL Football 
gets off on the right foot with the li- 
censing that allows all 28 teams to 
be represented, and improves on 
that with stats for each player in six- 
teen categories, from intelligence to 
strength and speed, even throwing 
accuracy and kicking distance (for 
those trick Randall Cunningham 
punts). This is primarily designed 
from a coach's perspective, and in- 
cludes drafts and training camps 
(that might be a first!), but the graph- 
ics are still above average. 
Champions looks pretty cool, too, 
especially to our resident Champio 1 
paper-and-pencil pro. This game has- 
been two years in the making, and i 
designed by the makers of the Kis 
nal game, so it'll be pretty heavy on 


authenticity. The best features are 


the Scenes where you duke it out 


Blow the Other Side to pieces with 
your Champion's Manhole Ray. 


against other Supers, with all your 
special powers and their effects dis- 
played on the screen, and the nice- 
touch graphics by comic book artists 
Frank Cirocco and Chuck Austen. 


ORIGIN. 


We gotta give the "Best Sense of 
Humor" award to the Origin crew, 
who wore nice little red buttons with 
the words "We're SORRY We 
Missed Christmas," referring to Ulti- 
ma VII and the baited-breath wait 
we've been going through. By the 
time you read this (March, that is) 
they just might have it out and about. 
No matter how you slice it, it will be 
worth the wait. 

One of the most impressive sights 
at the entire CES was the large num- 
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Big crowds showed up each day at 
Origin's section of the SPA booth. 
ber of other companies' program- 
mers and execs that spent so much 
time at the Origin booth, checking 
out the then-still unseen Ultima Un- 
derworld's demo. The impression 
was that many competitors felt they 
had been passed by, technology- 
wise, even before their in-progress 
games had come out. 

The only disappointment was that 
the demo for Strike Commander 
showed even less of the game than 
the demo from the Summer CES in 


'91. This one was a simple combat- 
cinema intro, with neat but short digi- 
tized voices (that Dallas Snell seems 
to get all the juicy speaking parts). 
But with all the competition hanging 
around, it was understandable that 
they'd want to keep one of the 
hottest properties of '92 a bit of a se- 
cret for a while longer. 

You probably haven't heard this 
one yet, but can you believe the Ori- 
gin magi have already begun work 
on a post-Ultima VII RPG? Without a 
concrete goal of where they're going 
with it yet, it's in-house handle is Ш- 
tima VII 1/2 (catchy, that). It will defi- 
nitely not be a "Worlds of Ultima re- 
lease, and will definitely use the Ulti- 
ma VII engine, as well as being a 
true Avatar adventure. It will be a 
stand-alone game, and won't require 
you to have to have played either UI- 
tima VII or Ultima VIII. We'll try and 
pull out more info on this exciting title 
as soon as we can, even if it is jump- 
ing the gun just a wee bit. 


INTERPLAY 

One of the hottest tickets st the 
show was the hors d'oeuvres and 
speech by Buzz Aldrin, followed by 
the Omnimax theatre presentation of 
"The Dream Is Alive," about the 
Space Shuttle astronauts. The dou- 
ble-barreled event was designed to 
herald the announcement of Buzz 
Aldrin's Race Into Space. The goal is 
to get you space program up and go- 
ing before the "other guy's," and that 
other guy can be either the U.S. or 
the Soviets. You'll have to recruit 
over 100 astronauts, and make sure 
they have what it takes for the most 
dangerous missions. In addition, 
you'll have to cre- 
ate, fund and coor- 
dinate your space 
program. You'll also 
have to keep a 
close watch on the 
other side, so you'll 
know whether to 
push ahead with 
dangerous work, or fx. 
take a slow and | 
steady pace. Over 
twenty different ap- 
proaches to the 
Moon can be tried, 


moon landings in Buzz Aldrin. 

and an extra bonus is the great ex- 
tent to which Interplay has digitized 
actual space shot and control room 
footage, giving Race Into Space a 
beautiful appearance as well as a 
feeling of true realism. Buzz really 
did contribute to this game, with an 
insistence on the importance of the 
astronauts to the missions (much as 
John Glenn did in "The Right Stuff"), 
and he pushed hard for the program 
coordinator to have to work at main- 
taining the astronauts' morale 
through teamwork and training. 

We should also be seeing some- 
thing real soon on The Two Towers, 
Interplay's second in the Lord of the 
Rings trilogy. As with the Fellowship 
of the Ring, faithfulness to the 
Tolkien classic will be maintained. 
However, Interplay worked hard to 
correct some items in the Fellowship 
that players weren't too thrilled 
about, like the larger-than-needed 
map areas, necessitating long walks 
in between contacts. This part of the 
trilogy will center on the Fellowship's 
attempt to enter the evil lands under 
Sauron's control, with appearances 
by Saruman, Gollum and Gandalf 
the White, and major roles played by 
Frodo and Sam. 


The Two Towers will center around the pull both Saru- 
man's and Sauron's powers have on the Fellowship. 
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faithful to the 19th Century throughout the game. 


ICOM 


This may be a company you're un- 
familiar with now, but when Sher- 
lock Holmes, Consulting Detective 
arrives for CD systems in your area, 
you'll remember. This game has ac- 
tually been out for the NEC CD add- 
on for its Turbographix cartridge sys- 
tem, but it's only recently become 
available for the IBM and Macintosh 
platforms. What really makes this 
game stand out is the use of video 
compression. This makes the cine- 
matic interludes between Holmes, 


po Ж ЕР. 
Sherlock Holmes, Consulting Detec- 
tive will be well worth the search. 


Watson and the citizenry of merry 
old England that much more com- 
pelling. Look for a more extensive 
preview in our April issue, but suffice 
to say, Sherlock points to the trend in 
future multi-media formats, where 
live actors and sets replace the com- 
puter-created pixel people and back- 
drops (although good artwork will al- 
ways be in demand). 


VIRGIN GAMES 


Another strong candidate for "Most 
Impressive New Game" at the show 
was Virgin and Trilobyte's collabora- 
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tion on Guest, a 
new thinking man's 
haunted house pro- 
gram. Again, the 
stunning CD graph- 
ics sets this game apart, and we did 
an extra in-depth look at it on Page 
48. This was another game that the 
whole show seemed to be buzzing 
about, from visitors to rival compa- 
nies. Needless to say, it'll be a long 
summer while we wait for this Guest 
to appear at our door. 


ELECTRONIC ARTS 


EA is definitely on the way to cor- 
nering the market on software sports 
games, not to mention their exten- 
sive list of sports cartridge success- 


E LC 
Michael passes to Michael, Michael 
steals, over to Michael for the jam! 


es). On the heels of John Madden Il 
and 4 D Boxing (both of which won 
great praise in '91), EA is planning 
on releasing two exceptional sports 
titles, Michael Jordan Flight and 
Car and Driver. 

What more can be said about 
Michael? He's hated or loved by just 
about every fan of pro basketball 
these days, and we wouldn't be at all 
surprised if he was the world's most 
recognized sports figure, period. EA 
is attempting to pass off to the man 
called Money by his teammates with 
their new three-on-three game. 


While the screen 
shots we brought 
back from the demo 
have all six players 
as Jordan, this was 
only for the show, 
and EA assures us 
that the final version 
will have all unique 
players. More impor- 


The many locations of Holmes' tantly, they'll also be 
London will all be in ICOM's game. using digitized foot- 


age of Jordan, with recreations of his 
moves, including jams and stuffs. 
This process is called "Video-Sim," 
which will try to capture Jordan's 
moves in a way close to how flight 
sims capture the feel of a plane. "Air 
Jordan" ought to like that. Unlimited 
angle instant replays, replay edit 
functions, and real-life basketball 
players as models all make this 
game something special. 

Car and Driver will, naturally, be 
made in conjunction with the well- 
known auto mag. While EA will sup- 
ply the programming side of this ar- 
rangement, C&D will supply their fa- 
mous insight into high-performance 
cars, their weak and strong points. 
Just a few of the machines you'll be 
able to try out are the Shelby Cobra, 
Ferrari 1957 Testarossa, the Cor- 
vette ZR1 and the Mercedes C11 
IMSA prototype car. Each will have 
not just individual looks, inside and 
out, but will also be matched up with 
authentic handling and racing abili- 
ties as Car and Driver rates them. 
Ten different roadways will be mod- 
eled after USGS data, and will recre- 
ate the look and feel of high banks 
and curves with a special computer- 
designed physics model. 

And chasing hard after Sherlock, 
Consulting Detective is EA's own 
version, The Lost Files of Sherlock 


360's innovative board game has a 
new slant to where the pieces go. 


Holmes: The Case of the Serrated 
Scalpel. With all of the super 
sleuth's abilities, techniques, even 
his abrasive personality, not to men- 
tion a host of 19th Century England's 
most impressive crime fighting tools, 
you'll be on the prowl for criminals 
large and small, as you make your 
way up the ladder to the infamous 
Moriarty himself. Fifty locations will 
be accessible throughout the game, 
and your lab at 221B will be as im- 
portant in cracking this case as Sher- 
locks keen powers. And if the clues 
puzzle even the great Holmes, 
there's always your smarter brother 
Mycroft to turn to. 


THREE-SIXTY 


Near to EA's area sat the Three- 
Sixty Pacific booth, and after having 
been blown away with their recent 
release of V For Victory: Utah 
Beach, we just had to see what they 
were up to. What it was was a game 
called Theatre of War. Unlike Utah 
Beach, it wasn't a normal strategy 
game, but resembled something like 
chess on lithium. The picture of the 
crazy-curved board should convey 
that feeling quite nicely. The game it- 
self is easy to learn and tough to 
master, which usually makes for a 
good game to return to, time and 
again. Moreover, it looks quite unlike 
any other boardgame out there, and 
it'll be something to try in a few 
months when it's ready. 

Oh yes, for those of you who are 
waiting for a return to the V For Vic- 
tory format, there is one in the works, 
but its a ways off yet (late Summer 
to early Fall, or after that even), and 
won't be viewable until the next CES 
show in June, most likely. 


STRATEGIC 
SIMULATIONS 


SSI made show news by announc- 
ing the first RPG release from them 
that wasn't in conjunction with TSR. 
Though their AD&D adventures have 
been doing quite well and have quite 
a loyal following among computer 
gamers, SSI wanted to do an all-new 
game with less of the rigid demands 
that the AD&D format placed on 
them. This will be a single character 
storyline, set in the magic realm of 


Auric. With your mentor's last dying 
breath, he sends you to find the dis- 
tant Magic Council, to inform them 
that the fabled Prophecy is beginning 
to unfold. Due out on both the Amiga 
and IBM in the Spring, it will un- 
doubtably be a game where hard 
fighting and a strong element of der- 
ring-do is involved in seeing you 
through to your goal. 


EVENT HORIZON, 


Event is blending the best of both 
worlds in their new release, Dark 
Spyre Il. Combining the excellent 
256-color graphics and cinema dis- 
plays from Dusk with the in-depth 
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DS Il will have all the graphics of 
Dusk and the tense story of DS I. 


plotline of the original Dark Spyre, 
DS II will impress you with the reality 
of its world and inhabitants (and 
since we've been privy to the story- 
line, we can tell you that it's an awe- 
some concept from start to finish). 
An entirely new magic system has 
been created espe- 7? 
cially for this game ф 
("Look Mr. Pea- 
body, l've invented 
Magic!" "Very good, 
Sherman, now put 
him down and let 
him play basketball 
like he's supposed 
to."). Event seems 
to be creating a sin- 
gular type of RPG 
that is both impres- 


sive plot-wise and graphic-wise, and 
there are few that can match their 
combination. 


SIR-TECH 


Speaking of RPG's, the suite at the 
Imperial Palace had two great views: 
one was of the sunset-heightened 
Vegas skyline, but was overshad- 
owed by the other, the running demo 
of Wizardry VII indoors. Though only 
an advanced Alpha at this state (and 
not due out, at last word, until early 
Мау), it surely held the privileged few 
who got in to see it in its thrall. The 
graphics are crisp and clear, with 
even more detail in the abilities of 
your characters. And if you're looking 
for a game that will challenge both 
the gamer's mind as well as the Pal- 
adin's sword arm, then this may be 
the most challenging RPG of the still- 
early year. 

Sir-Tech was also showing an in- 
teresting early version of the Game 
With No Name (though privately they 
call it Ambush), designed by pro- 
grammer lan Curry. Listen to this: 
you're part of a mercenary group or- 
dered to protect a huge grove of 
trees from a competing orchard, and 
the same mercenarys that could 
work with you may just hire on to the 
other side. The combat is very re- 
menisent of Squad Leader, and the 
graphics are concise and lend an al- 
most miniature-type aura to the envi- 
ronment. 

| know I've left out a lot of great 
companies, but the next few months, 
we'll work hard to show you every- 
thing else that's planned for the year. 
Me, Іт just happy my feet didn't fall 
off with all the walking we did. | just 
can't wait 'till the Summer CES! So 
long till then! 
= = 


Crowds finally begin to thin, and we can start once 
again to dream of Chicago's wonderful winter... 
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As a courier for the Genoq Corpo- 
ration, it's your job to take packages 
all over the globe. So, when you 
received an urgent call to deliver 
something to a scientist at the 
Genog offices in Singapore, you 
strapped on your jet pack and head- 
ed out. However, when you landed 
on the 80th Floor, things were cer- 
tainly not right. The door closed 
behind you, and all of the security 
measures had been activated. 
Bizarre lifeforms called Neogens 
began sprouting out of the floors and 
hunting you. The only way to stop 
them is to reach Derrida on the 89th 
Floor. 

Along the way, you'll meet people 
hiding in rooms, trying to survive 
until someone can rescue them. 
That's your job now, too. Rescuing 
them gives you an extra life, but talk- 
ing to them can be just as important. 
Some of them know what's going 
on, and others will give you special 
items to help you reach Derrida. 


Make sure you talk to the recep- 
tionist to get the lowdown on 
Genoq's current problems. 


Your first task should be to get 
yourself a laser. Without it, you don't 
stand a chance against the Neogens 
you'll run up against. You can locate 
one in the room off to the left of the 
receptionist's office. Learn to bounce 
your shots off the walls to make 
some fancy (and necessary) reflect- 
ed shots later in the game. Your 
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Wait for the trackers to turn before 
you go through a teleporter. 


Neogens. Only one thing can go 
through at a time, so if a shot is 
passing though a teleporter, you 
won't be able to run through it until 
the teleporter shuts off. 

In some rooms, you'll find that you 
need to do something on one side 
before you can achieve your final 
goal. There are several two-part 


To get through the purple door at the top left, you need to shoot the 
wastebasket where the captive is. Walk there and open the blue door. 
When you talk to Seth in the small room, he'll give you the password. 


shots will open some doors, an 
important feature in some rooms. 
Unfortunately, they will also kill any 
people other than yourself that they 
hit. Be careful of your aim and plan 
ahead for any potential rebounds. 
On the first level, you won't have 
much problem with the rooms. They 
start to get more and more difficult 
as you move up towards Derrida. 
Things will get tricky when you first 
run into teleporters. These floor- 
mounted devices will move you from 
one part of the room to another. 
Everything that passes over one will 
go through, including your shots and 


rooms, one of the first of which is on 
Floor 82. When you come in from 
the right, hit both door openers. This 
opens the door on the left side and 
allows you to get the key when you 
come in from that side. 


A two-part room on Floor 82. 


Walk to here... 


. . -to discover this room! 


One of the toughest foes you'll 
face will be the electric eyes mount- 
ed in the walls of some rooms. If you 
walk too close to the beam, it will 
cause trackers to pop up from the 
floors and begin shooting at you. 
Luckily, you can shoot them if you 
Spot them. They appear as tiny pur- 
ple dots that flash. Stand well off 
from them and shoot until you get 
the "Electric eye destroyed" mes- 
sage at the bottom of your screen. 
For a good idea of what one looks 
like, check out the second room in 
the game. When the door closes 
behind you, look at the left wall. That 
purple dot is the electric eye that 
caused the door to close. 


Watch out for this electric eye! 


In the room shown at the top of the 
next column, you need to get the 
key near the top of the screen. To 
do so, you need to shut off the track- 
er by hitting the yellow arrow in the 
top middle of the room. However, 
this arrow is guarded by mines that 
will Kill you if you walk on them. 
You'll need to bounce a shot into the 


Open the green door with this 
arrow to get the needed key. 


arrow. Before you can get the key, 
however, you need to enter the 
room from the bottom left and open 
the green door. 

Your first encounter with a C/Gen- 
eration comes at the end of Floor 
83. He'll be masquerading as a 
trapped person, but when you walk 
in range, he'll try to kill you. You can 
take him out with a grenade or lead 
him into a moving barrier to destroy 
him. After this room, C/Generations 
can appear anywhere, as anything. 
If a stray shot hits a chair or waste- 
basket and doesn't destroy it, think 
C/Generation and get ready to run! 


Your first encounter with the 
nasty C/Generation! 


Another electric eye and a tough 
puzzle to solve. 


In the room shown above, you've 
got to get past both a tracker and a 
moving barrier. If you shoot the 
arrow at the far right, you can trap 
the barrier in the small alcove. Run 
around the tracker and shoot the 
electric eye on the top wall. Then, hit 
the yellow arrow and carefully make 


your way back around the tracker. 
The person in this room is tough to 
save, so if she gets killed by the 
tracker, don't feel too bad. 

There are times when you need a 
passcode to open some of the 
doors. If you don't get one or forget 
to talk to the person who knows it, 
you can still get through by blowing 
up the door with a bomb. Don't use 
a grenade, because it won't always 
work and your stock of grenades is 


In the room before this one, you'll 
get this computer's passcode 
from the occupant, but he'll give it 
to you in a very cryptic manner. 


very valuable. Use passcodes when 
you can, but when in doubt, blow the 
door up! Bombs can also be used to 
take out some trackers as well, but if 
the tracker sinks into the floor before 
your bomb goes off, it won't kill it, 
and you will be out a bomb. 

On Floor 86, things will start to get 
very difficult. If you take the short 
cut, you can skip by some tough 
rooms, but you'll miss out on saving 
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If you can open the blue door at 
the bottom left, you'll find a short 
cut to Floor 86! 
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a number of captives. 

In the room shown below, you 
have to save the captive if you want 
to make it thought the level. When 
the A/Generation opens the door 
past the barrier, run through and 
wait. The A/Generation will close the 
door and then reopen it. When it 
does, hit the yellow arrow and run 
back past the barrier. The A/Genera- 
tion will be charging at the captive, 
but if you run towards it, it will 
charge at you. When it collides with 
the second barrier, run through and 
shut off the vent. Talk to the person 
to receive an item you'll need to fin- 
ish the level. 


Save this captive for an essential 
piece of equipment! 


On Floor 86, the C/Generation 
Neogens will start appearing more 
often. In the room below, it looks like 
you've got two people to save. One 
of them, unfortunately, is an evil 
C/Generation. Take him out with a 
grenade, because there isn't much 
around to lead him into. If you can't 
kill him, run out of the room and let 
him kill you. When you reenter this 
room, he'll be gone. 


The sneaky C/Generation returns! 


On Floor 87, you're given a whole 
new obstacle to overcome: time. 
When you talk to Irslav in one of the 
rooms, he'll tell you that Genoq has 
ordered a bomber to come and 
destroy the building to cover up their 
actions. You now have only twenty 
minutes to make it to Derrida who is 
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This surreal shot gives you a 
peek at the D/Generation itself! 


waiting two floors above you. Since 
time becomes critical at this point, 
save every second you can. One 
way to save some time is not to res- 
cue Irslav right away. You'll have to 
run back through the room, so take 
Irslav to the exit on your way out. It 
won't save much time, but from here 
on out, every second counts. 


When you talk to Irslav, time 
begins to run out on you! 


In another room on this floor, 
you're in the tough position of having 
to sacrifice a captive to make it 
through. In the room below, hit the 
yellow arrow and stand on the open 
door. Shoot diagonally and open the 
other two doors. If you run right up 
next to the barrier, you'll draw a cap- 
tive into it, killing him, but destroying 
the barrier as well. Just be careful of 
the tracker, and you'll finish this 
room easily. To save time, rescue 
the second captive on your way 
back through the room. 


Sacrifice a captive here to make it 
through the room fast. 


On Floor 88, you've got to move 
through the toughest rooms you've 
seen. The opening room has a tricky 
puzzle. Run through the teleporter at 
the bottom left and hit the yellow 
panel at the top of the screen. Then, 
go back through the teleporter and 
shoot through it. This will open the 
door at the top left. If you run 
through the teleporter at the bottom 
right, it will take you up to the door 
you just opened. Leave the room 
and be ready for a tough challenge. 
The next room has 8 B/Generation 


vents! 


Shoot through this transporter to 
open the door at the top left. 


S жә: 


This C/Generation hides as a 
wastebasket on Floor 88. 


Only the best will make it to the 
top floor and Derrida. There, the 
D/Generation and the wild mind 
maze are waiting for you. If you can 
stop the D/Generation before it 
escapes, you'll save the world. If 
not, it will cause destruction and 
havoc everywhere. Good luck! The 
fate of the world is in your hands. 


Ouch! You're on your own for this 
difficult room! 
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Lost in L.A. includes a gripping 
storyline about disappearing stars. 
After watching the opening screen 
shots, you will get a good under- 
standing of what has happened, and 
what you are supposed to do. 


n ues 


Is it a friend or foe driving toward 
the house of Helmut Bean? 


As the story unfolds, famed 
actress LaFonda Turner is getting а 
little hot in the after hours. She 
decides It's time to shed some cloth- 
ing, and take a dip in the coool 
swimming pool. Meanwhile on the 


After arriving in L.A. you decide to 
start looking for old Bean. The best 
place to start is the place called The 
Pit. One point to remember is the 
game is done in sequence. You will 
have to finish one puzzle before you 


^ Б — 
Remember to converse with 
Cristy & Misty, the hard bodies. 


can move on to the next. Are you 
asking yourself where you can go 
from here? Where does everyone 
from L.A. go? The beach! Make sure 
you look at all of the items more 
than once. The key here is the 


Les Manley: Lost In L.A. 
transports you to where 
the hottest stars hang 
out in Hollywood. After 
receiving a phone call 
from Helmut Bean, a 
good friend, you are 
invited to a little get 
together. Upon arriving 
you find that he is miss- 
ing! It'S up to you to find 
the missing stars. One of 
them happens to be the 
hot singer, Maladonna. 


of the speaking commands. After 
getting the correct information from 
Lance It's up to you to find Cristy 
and Misty. The two beauties can tell 
you more about the disappearances 
of the stars. With that info, you'll be 


The solar eclipse will reveal 
something of value for the taking. 


off to Hollywood. Remember to talk 
to all of the people you can, espe- 
cially the people you were told to 
see. Find the tourists and talk to 
them. Here you will find out some- 
times you have to tell a white lie. 


phone with Helmut Bean, you hear 
two security dogs barking. "Well," he 
Says, "| better check it out." Those 
are the last words Bean ever speaks 
(to you, anyway). Now it's up to you. 
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eclipse. When the eclipse happens 
there is something important you 
have to do. Look closely at the life- 
guard and you will see what that is. 
Almost always you should choose all 


Meanwhile, in a secluded lab, La 
Fonda Turner finds out the secrets 
behind the stars' disappearances. 
Unfortunately, she is now one of 
the disappearances! 


One of your next stops is the 
hotel. Get ready to meet this very 
interesting fellow. There are two 
tasks here for you to complete. You 
will find one of them right off the bat, 
while the other is a little harder to 
figure out. However, if you go out- 
side and talk to 'Peace Child ' 
chances are you'll know what to do. 


At the stars picture shop, have 
your picture taken with LaFonda! 


Assuming you have the blank film 
you now have to decide who you 
want a picture of. If you choose the 
wrong person it's curtains for you. 
Ask around town to find out. It would 
be advisable to wait until you know 
who to photograph, unless you enjoy 
restoring. The key to getting into the 
Pawn Shop (below) was back in 
Venice Beach, where you've already 
been. 


See who he is fond of to get that 
little 386 lap top computer. 


After the pawn shop you can pro- 
ceed to Hollywood & Vine. Look for 


the young gentleman selling items 
out of his jacket. Remember what 
he said about being in a bad loca- 
tion? 

You now have the telephone and 
are wondering what you have to do 
with it. Think back to who you talked 
to that said, "I'm waiting for a phone 
call." That's who you want to see! 

It's time to go into the club. Use 
your free pass you got from the 
hotel to enter. 


Les, Les what are you doing 
sleeping at a time like this??? 


wq 
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Les will have flashbacks to the 
good ol days, or was it all just a 
nice dream? You'll have to find out. 


It's time to get out of that bed and 
start hacking on your lap top. | hope 
you got the DOS disk! Are you stuck 
at the password? If you got this far 
hopefully you were told the pass- 
word and forgot it. Here is the verba- 
tim clue that was given earlier: "It's 
EL... hey, wait. We don't give out 
clues. This is Tech support--not a 
hint line!" Good luck, you'll need it. 


You won't get any where if you 
don't have a Dos disk to boot up 
your system. Just like in real life! 


It's on to Paramounds Studios. 
Find out which sound stage to enter 
by clicking the question mark on the 
door. Oops, you landed in a horror 
film. | hope you remembered to take 


This place looks scary! You might 
just have to make a split decision 
to save your life. 


the pigeon doo doo with the credit 
card back on Rodeo Drive. It's price- 
less here. You'll have no choice but 
to talk to Jason. Very important 
note: Look where the director comes 
out on to the set. This will help you!!! 
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After your fast exit from the horror 
Sound stage, you'll swing into Mal- 
adonna's new smash music video, 
and become a star. It's now up to 
you to get an agent for your new 


found talent. This would be a good 
point to save your adventure. Now 
talk to Abe and get the inside scoop 
from him. He'll like your story about 
your stardom, and offer to take you 
on as a client. However there is one 
catch: you will have to get a portfolio 
together. The first thing you'll have to 


Now this is what you call a good 
lunch date! With the owner of 
Paramounds, and two babes. 


do is seek out a master with a cam- 
era. He can easily be found on Sun- 
set and Vine. Once you're talking to 
Luther he'll require you to change 
your appearance. You'l have to go 
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to one of the shops on Sunset and 
Vine. Once you find the shop you 
only have a couple of choices. With 
your new look it's time to head back 
to Luther's. You thought you were 


RE 
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through with your appearance? Well, 
now he wants you to make a fashion 
statement. It's off to the dress 
maker. Talk to the not so polite sales 
person for information concerning 
your look. The key here is the dress 
rack. Wow, you see Maladonna 
here. Listen to the conversation she 


has with herself. You'll have to fol- 
low her to the party. You're at the 
party, and it's probably the biggest 
one you've ever seen! It's back to 
business. Find Maladonna and Abe. 
Put the pressure on both of them, 
remember it's your friend your trying 
to find! When you spot your friends, 


you'll be able to talk to them. After 
you drill them a little it's time to 
move on. You'll see Maladonna talk- 
ing to the two blonde bimbos that 
Abe had with him. 


You'll wind up at the wax museum. 
If you didn't take the axe from the 
horror show you will not be able to 
get in. Once inside, you have to look 
towards the light. The best advice 
you can receive here is to look in 
your inventory for the one item that 
you either haven't used yet or used 


very seldom throughout the game. 
This may be the toughest part of the 
game to figure out. We won't hand 
you the key to the ending, but if you 
read the words closely you should 
be able to win. The last hint we'll 
give you is wax is very important in 
this phase of the game. 


CIRCLE # 165 ON READER SERVICE CARD 


Welcome to a land of turmoil, con- 
taining nearly four thousand loca- 
tions to explore and more than 700 
weapons, scrolls and other tools to 
be found. The start of your day is an 
interesting one. You begin outside 
the Guard shack, attempting to 
break in. Upon further inspection, 
you notice that the door is locked, 
and you must break in. The only 
choice you have is to find an object 
that is round and hard and can pen- 
etrate glass easily. What sounds 
good? How about a rock? This is the 
only item that will work and it can be 


о 


found by the sign. If you are facing 
the road it will be much easier to 
see. Look to the right of the screen. 
At this time you should enter the 
Guard shack. This is where you 
have to unlock the gate. Explore this 
blood-ridden scene closely so you 
don't miss anything. If you have 
looked at the computer and can't 
find the key, think of where you 
would put a body in this little build- 
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ing. Once you've discovered the 
body, search it, being careful not to 
miss anything it may have. Read 
and examine the bulletin board for 
some useful items that can be used 
when you reach the fourth level. 
After successfully completing your 
task of opening the gate, go over to 
the car in the parking lot and open 
the trunk. Take all of the items you 


think you will need to complete your 
task. 


It's time to enter the office building. 
There are a total of three levels to 


An evil force has penetrat- 
ed our universe, possessing 
Black Widow Productions in 
Hollywood. The studio own- 
er, Elvira herself, has van- 
ished. And now three cav- 
ernous movie sets - a grave- 
yard, haunted house and 
catacombs - are erupting 
with the most hideous mon- 
sters of gothic horror. Your 
quest, should you choose to 
take it, is to find and rescue 
Elvira from these three terri- 
fying worlds, then fight a 
final heart-ripping battle to 
save Elvira! | 


explore: the level you're on now, the 
second level and the basement. At 
this time you will find your inventory 
starting to become pretty full. Start 
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looking for a place to stash all of the 
items that will-probably be useful 
later in the game. The best general 
hint you can receive is that of all 
graphic adventures: TAKE EVERY- 
THING that is not nailed down! Start 
with the second floor and work your 
way through the rooms. You will 
probably have to go back to your в. 
stash of goods a few times, but itis | 
worth it. 


When you come to the costume 
room, you will immediately be 
attacked by a witch. By the way, this 


would have been a good time to 
save your game. If you have gotten 
killed by the witch, you probably do 
not have enough experience points; 
in other words, you are not at a high 
enough level. You should have no 
problems if you have achieved a 
level three or four ranking. Here's a 
general note to help you gain levels. 
You're experience will increase even 
if you're standing still; just stay in 
one area without moving, and your 
experience will continue to go up, 
thus increasing your levels! 

It is now time to explore the base- 
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ment area. While you are walking 
down the hall you will come upon a 
room with an Indian in it. Talk to him, 
and listen well to what he says. You 
must be nice (in other words, don't 
insult him) or he will sulk for a long, 
long time. If this happens, you just 
might want to restore a saved game. 
Take à look in the closet by the door 
you came in. There could be some 
useful items in there. 

Walk past the Indian after explor- 
ing the area carefully. You will now 
be in the boiler room. If you are not 
at level four by this time, leave 
quickly. You will need magic here to 


defeat what is lurking in the shad- 
ows. 

You are now on your way to the 
different studios. In this part of the 
game you'll find it easier to enter 


Studio Two first. At this point, you 
will have stepped onto the set of a 
haunted house. There are several 
places to search and explore. When 
you walk into the dining room, you 
will see a table full of items. Don't lift 


the dish cover or you just might die 
of fright! 

You can now make your way to 
the meat locker. Notice that the door 
has been locked. Use something 
that heats up to set off the alarm to 
escape, or you will be chilling out 
with the rest of the crew. 

One of the basic items you are try- 
ing to find in the Haunted House is a 
brain, which is located in the base- 


ment. When you are in the living 
room and you are wondering how to 
get past the poltergeist, remember 
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what Elvira said about him being a 
kid at heart. Find some toys and lure 
him away from the door. 

The next spot you might have trou- 
ble in is the study. Did you notice the 
key in the fish tank? Wouldn't you 
like to just poison that nuisance? 
That's exactly what you have to do. 
Explore the library thoroughly. There 
is a great poison recipe stuck 
between a couple of pages in a book 
there. You will also need a piece of 
meat from the meat locker you were 
stuck in (it wasn't nailed down, 
remember). 

The mad scientist downstairs may 
be willing to help you if you 
approach him right. If you still can't 
get any assistance from the old doc, 
take a look in the bedrooms for a 
picture. After you have found the 
right picture, go back to the dressing 
room and make yourself up to look 
like the person in the picture. If he 
still won't talk to you, pucker up, 
buddy! 

The last room you may have trou- 
ble in is the attic. Remember what 
vampires hate the most; no, it's not 
garlic. Look up at the skylight. Get 
the idea? Now all you have to do is 
break it. No matter how hard you try 
you will not be able to break it with 
normal force. Use sound waves from 
the tuning fork you found in the suc- 
cubus room. After completing the 
tasks in the studio, you should have 
a good understanding of how to fin- 
ish the game. 


"v 
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Welcome, please come іп. 


Strategic Simulations, Inc. and 
TSR, the team that brought you a 
number óf computer games based 
on the role-playing game Advanced 
Dungeons and Dragons series, now 
brings you the eye-popping sequel 
to Eye of the Beholder. Eye of the 
Beholder ІІ takes you back to the 
Forgotten Realms where the city of 
Waterdeep is.in need of your help 
once again. You are summoned to 
the home of Khelben Blackstaff on а 


dark and stormy night. When you 
arrive in his private study, he informs 


you that-there are strange occur 


rences going on around the Temple 
Darkmoon. People have been disap- 
pearing, including Amber, a scout 


“= sent by Khelben to investigate. Khel-* 


ban asks you to go there and find 
out what you can. 

Upon arriving in the dismal fórest 
surrounding the temple, you discov- 
er that the area is infested by fierce 
dire wolves. While larger than their 
more common cousins, these car- 
nivorous canines pose no real threat 
to a party with.a couple бї góod 
fighter-classed characters. If you 
copy your characters over from the 
original Eye of the Beholder, you will 
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be able to keep most of your equip- 
ment and your higher levels. When 
you search the forest you will find a 
secret underground chamber to the 
South, a number of mysterious 
graves to the northeast, and an old 
woman who is willing to lead you to 
Temple Darkmoon. You can also 


find a number weapons scattered 
around.the woods but none are 
worth actively looking for. 

When you enter the temple you 
are greeted by Nadia and Joril, a 


pair of young clerics. When-you ask 


them about the missing people they 


claim not to have seen anyone 


recently. To the left-is an alcove 
where a worried warrior woman 
searches for her missing sister. Shé 


«will ask you to try to find- her van- 


ished sibling and leaves to continue 
the search herself. The door to the 


u 


J am troubled m» friend. 


back of the temple opens easily. 
However Nadia and her brother will 
object to you trying to enter their 
"private chambers," to the point of 


attacking you. Since you will have to 
get past this area it will be neces- 
sary to fight them. 

On the other side of the door are 
two sets of steps, one going up and 
one going down. If you look closely 
you will find a secret panel on one of 
the walls. Open it and you will find a 
sparkling wall of energy. This is a 
teleporter which will transport you 


„into a room which contains a golden 


ankh. The sign reads "Death Be 
Undone Ву Me, But I Shall Only 
Grànt Three." There are two tele- 
porters which lead out of this room. 
One leads back to the hallway, the, 
other takes you to an identical room 
with another ankh. Dropping items in 
one the rooms will let you anguish 
between them. 

From the main hall of the temple 


“you should take the stairs down. 


Going up the ascending stairs will 
take you to the main body of the 


temple, but you cannot get far with-^ 
out copper keys. At the bottom of, 
the stairs you will come to a three- , 


by-three room. The passage through 
the west door turns north, then you'll 
pass another door which is opened 
by stepping on the pressure plate. 
Two guards await you beyond this 
door. Wait untilthey throw their dag- 
gers then jump quickly to the side to 
‚ avoid them. Northwest of this posi- 
"«tion is a storeroom containing anoth- 
er guard and some food. Northeast 
of the ambush is a winding tunnel 
which comessto a second pressure 
plate on the floor. Leave something 
on the plate to keep the door open. 
The large room here has a guard 
and a number of barrels t6%the porth, 


a secret door along the east wall 
and a cell containing the halfling 
thief, Insal, to the south. Smash the 
barrels and search the remains for 
useful items. If you think that a thief 
would be an useful addition to your 
party you can allow Insal to join your 
party. Howeyer, next time you rest, 
he will leave and steal some of your 
equipment. 

Just west of his cell is a niche 
which holds another grey key. The 
secret door will take you to an area 
which is patrolled by giant spiders 
with venomous fangs. Careful 
searching of this area will reveal the 
ancient remains of a failed adventur- 


er. Near his body you will find a map 
that will be helpful on this level. 
Returning to the central chamber 
of this level, you now need to go 
east using a grey key to open the 
door. Down the passage you will 
come upon a lever which closes a 
pit tothe south. Just past the pit is а 


pressure plate which will'open the 
door in front of the party (releasing а 
group of four guards) and the pi 
behind them. Further along there is 
a hidden passage on the east wall, 
but there is little of interest past it. ! 
you continue along the main corridor 
you will come to the Guards bar- 
racks. Both doors in the south wal 
are opened by grey keys, but the 
one to the north is opened by acti- 
vating a tripwire a-couple of steps 
beyond it. There are guards in all o 
the rooms, but be sure not to leave 
until you find the Horn of the North 
Wind. 

Take the stairs down to the next 
level and look around for a hidden 
Shelf; the Raise Dead scroll you find 
there may come in handy latér. The 
next level opens into a large open 
room. Going through the door to the 
west, you will approach a section 
where there is a blackened hole in 


the wall, a shelf, and a lever. Pulling 
the lever makes a skull key appear 
on the shelf and shoots a Fireball.at 
you from the south. If you jump back 
quickly you can avoid the Fireball. 
The next door you come to will 
open when you step insfront of it 
releasing a group of skeletal war- 
riors at you. If you backtrack a short 
ways, you will bé able to lead the 
undead to where you can use the 
Fireballstrap on them. Travelling 
south апа east past their room you 
find an intersection. Entering the 
cross passage will release more 
undead and a cleric from the east. 
The room they came from is a goód 


place to rest (as long as you close 
the door). 

Across the way in the room to the 
west is a 'similar:group as well as 
some useful.items. The north door of 
this room must be forced, but it 
holds a lot of goodies and a horde of 
skeletons and clerics. Hit,and run 
tactics work the best againstthem. 

In the main entrance to this level 
south of the western door is a secret 
door. Past an illusionary wall after 
уой enter this door, you will find a 
prison block. This section ofthe dun- 
geon'has,more cleric guards and 
gives you the opportunity to add to 


your partys With a little effort you 
should be able to locate a dwarven 
cleric named Shorn, a female war- 
rior named Calandra, and the skele- 
ton of the elf mage, San-Raal who 
can be raised, but you'll have to take 
him somewhere else in the dungeon 
o raise him. 

The northeast portion of the level 
can be reached a couple of ways; 
but you will need two Darkmoon 
eys to get past it. Past the second 
door you will come into a corridor 
with passages branching off to either 
side. Search the area for the second 
horn but watch out for pressure 
plates which activate Fireball traps. 


By trying: different walls, you will 
eventually find one that. you can 
knock down. 

The next level is a difficult one. 
You will by unable to rest, so stock 
you party with, spells like Neutralize 
Poison and Create Food, as well as 
the standard attack spells. 
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Once you go down the stairs, you 
will find a door shaped like a giant 
grinning face. Just beyond it is a 
block on the floor which stands out; 


` placing something, on the block or 


stepping on it will close the door 
behind you permanently (you'have 
no choice). The two main áreas on 
this level are a section through an 
illusionary wall in the west and 


another to the south which contains 
a number of doors identical to the 


one which has sealed you in. 
Travelling south from the illusion- 
ary wall you will find a door which 
opens when you step on the plate in 
front of it. Inside this room are a 
number of items. Removing some of 
them will spring a trap, allowing mar- 
goyles to descend on you and clos- 
ing the door. Go to where the mar- 
goyles came from to find the method 
to raise the door again. North past 
the illusion is a door that opens with 
a spider key. The stairway on the 


other side takes you to a part of the 
dungeon which contains а colony of 
giant ants. They might not be hard to 
kill but there are a lot of them and 
the red soldier ants can poison you. 


. There are a couple of important. 


objects to find on this level including 
a couple keys and the Horn of the 
West Wind. You may want to cast a 
detect magic spell to determine 
which of the items are useful. 

The southern section of the fourth 
level can only be reached by a sin- 
gle passage. This area is furnished 
with more doors resembling faces, 


. many of which have nothing behind 
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them. Some will hold more menac- 
ing margoyles which will'maim you 
with malicious glee. There are two 
exits from this level, but before you 
can exit, you will have to get past 
the door in the room that contains 
nine pressure plates. The message 
to "leave many things behind" gives 
you a hint of how to open the door, 
but you only have to place items on 
five of the nine plates. You will have 
to pass*through two illusions to get 
to a region where you will find a 
good haul. Included in this hoard are 


“the items you need to leave this ^ 


level. The Darkmoon key, combined 
with the one you found on the ant 
level, will open the doors to the east 


of the dungeon. The stone gem 
allows you to activate the portal in 
one of the rooms to the west. Place 
the gem in the depression which 
matches its shape. Also in the area 
where you find these is a secret 
chamber containing an enchanted 
cloak, a bow and eight Plus Two 
arrows. 

The passage beyond the locks 
leads back up to the temple. Search 


» carefully for hidden buttons on the 
way up; the fourth horn is neat. 


Climbing the steps will take you up 
to an area where you will find a 
number of weapons on the ground. 
Do not waste your time with them as 
they are cursed. Another Darkmoon 
key is needed to remove a part of 
the wall which blocks your way. 
Beyond is the area on level one 


"where the spiders are. 


Going through the.portal will also 


take you back up to the upper level 


“sof the temple on the surface. The 


room you materialize in has a cleric 
who is guarding a shelf with a cop- 
per key апа a mage scroll. The * . 
majority of doors on this level will be 
opened by copper keys so keep an 
eye out.for them. The evil clerics, 
that patrol the halls are able to cast * 
Hold spells, so dispatch them quick- 


ly and have Dispel Magic and 
Remove Paralysis spells ready. The . 
decor of this region features fine 
tapestries оҒа religious nature and 
foul black statuettes of an unidenti- 


fied winged beast (possibly а drag- 
on). Destroying the foul figurines 
may be of some benefit oiou on 
this level but it certainly will not 
make the unholy clerics of Dark | 
moon think fondly of you. 

The temple area has a few fea- 
tures of interest, including varied 
scrolls scattered around, a teleporter 
and the opportunity to eavesdrop on 
a conversation behind a closed 
door. Once your have explored this 
area (you can't get into all of the 
doors yet) you will find the stairs to 
go back to the first level to the north. 
At this point you should have all four 
horns. Go to the front room where 
you entered the temple and use 
them standing in front of the carving 
of the four winds. Beyond this is the 
first of the three towers which make 
up the remainder of your quest. 

Here are more general clues: 
attempt to examine, move or smash 
any feature:that stands out from the 
surrounding area. Save the game 
before entering an unknown area, 
but keep a few saves to return to if 
пева, ре. Don't be afraid to use 
spells to dispatch foes more quickly; 
most areas give you chances to rest 
and get them back. Search well for 
secret panels and illusionary walls. 
Use brain as well as brawn to solve 
puzzles and slay foes. 
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PULA 2000 


BY PARAGON SOFTWARE 


Paragon Software, the developers 
of Mega Traveller and Mega Trav- 
eller 2 : Quest for the Ancients, now 
bring you Twilight: 2000. Set in a 
world ravaged and torn by the 


radioactive aftermath of World War 
ІШ, Twilight is based on the role- 
playing game by Game Designers' 
Workshop. The setting for this game 
is the sad remains of Poland, where 
you are faced with the daunting task 


of defeating the evil Baron Czarny 
and his Black Legion. His goal is to 
obtain ultimate power and extend his 
rule to the entire region of Poland. In 
order to stop him you will have to 
expand your own influence by gain- 
ing favor with the various towns 
scattered about the map, and by 
doing battle with Black Legion 
forces. 

Your first step is to create a squad 
of twenty characters which you will 
use to complete the various mis- 
sions assigned to you by your com- 
mand center. Forming groups of four 
characters at a time, you go forth 
from your headquarters in Krakow to 
complete tasks in the towns in the 
surrounding countryside. Accom- 
plishing these assignments will not 
only win the favor of the populace 
but will often bring rewards of a 
more substantial nature. 

In Twilight: 2000 the player is 
allowed to take а more active role 
in the actual development of the 
characters then is possible in many 
other role-playing games. While it is 
possible to allow the computer to 
determine all of the character devel- 
opment randomly, it can be more 
enjoyable to add your own personal 
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touch to your characters. The fin- 
ished product can also be more 
effective if you design your individu- 
als to possess certain skills and spe- 
cialties which you will need in the 
game, as opposed to taking pot luck. 

The first step for creating your 
character is to pick his or her gen- 
der, name, portrait and nationality. 
The first three have no real effect on 
the game, but a character's national- 
ity will determine their native lan- 
guage. Try to get a good mix so that 
most of the major dialects are cov- 


SELECT RECRUIT'S COUNTRY: 


ered in case you have to translate 
(Polish is a must). 

The next step is to generate your 
character's statistics. There are two 
methods of doing this. You can allow 
the computer to randomly choose a 
value between 1 and 10, or you cam 
assign a value to each of the six 
statistics from a pool of 32 total 
points. While you cannot necessarily 
get exactly the scores that you want 
with a random method, you can re- 
roll until you get acceptable numbers 
and the total points can be much 
higher. 

The six stats are all important for 
using certain skills and for being 
able to choose some occupations. 
Strength, agility and constitution 
determine your physical abilities 
such as your hit total and carrying 
capacity. You also must have certain 
scores to take more active careers 
such as construction worker, crimi- 
nal and some military careers. Intelli- 
gence and education are both 
important for higher education and 
science and observation skills. 
Charisma is probably the most unim- 


portant statistic, as it is only used 
with skills which deal with interper- 
sonal interaction (such as leader- 
ship, interrogation and languages). It 
is a good idea to try to plan out the 
characters of your squad ahead of 
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time, deciding on the careers and 
skills you wish each to concentrate 
on. This will also allow you to deter- 
mine what stats you will need to fol- 
low your chosen career. 

The remaining step in develop- 
ment is to choose your first career. 
Many careers have initial skills 
which are given to someone the first 
time they choose that career. When 
you pick secondary skills you may 
want to use them to develop combat 
skills, so that all of your characters 
have some combat ability without 
sacrificing primary skills. You contin- 
ue to choose careers and skills until 
the computer randomly determines 
that war has broken out. No matter 
what you do, there is no way of de- 
termining when the war will start and 
no way to avoid being drafted. It is a 
good idea to have a number of char- 
acters that have chosen military 
careers and have specialized in 
combat skills. These will be your 


SELECT INVESTIGATOR SKILLS: 
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main explorers because you can 
never tell when you will get into 
combat. Different characters who 
have specialized in other areas can 
be called in by your hand-held radio | 
when their skills are needed. The 
skills which will be needed in this 
game are interrogation, medical, 
gunsmith, tracked and wheeled vehi- 
cle, foraging, fishing, mechanic, 
observation and all combat skills. 


Biology and chemistry are not used 
during the game, but are needed to 
attend medical school. 

Having created your characters 
you can assemble your squad and 
go to the office. Pick four people 
with good combat skills, at least one 
with medical skills and make the 
toughest the leader. Next, call your 
intelligence officer using the radio on 


ES 


the desk. He gives you all of your 
missions so check back with him 
after completing every assignment. 
Now go to the equipment room, and 
remember to bring a variety of 
equipment with you, including medi- 
cal supplies, a tent, enough ammo 
for all of your weapons and at least 
one radio. It is a good idea to only 
carry one weapon per character, 
unless you have really strong peo- 
ple, just in case you need to carry 
things that you find later on. Now 


you are ready to start the first mis- 
sion. In the future, you will be able to 
choose a vehicle from the vehicle 
pool, but you do not start with any. 


MISSION 1 


A unit of Black Legion infantry 
have attacked and looted the city of 
Zator, making off with valuable med- 
ical supplies. You will need to pick 
up a crate of supplies in the town of 
Skawina and deliver it to the village 
leader of Zator. 

Use the LCD map to move your 


squad to Skawina. You should have 
the Buildings toggle set to "Hide 
Buildings." This removes the walls, 
thus allowing you to see where the 
doors are, so you will then be able to 


get in. Use your tactical map from 
the combat commands to find the 
building with the red dot. This is 
where the crate of supplies is. Go in 
and get it and come back out. Travel 
to Zator and locate the leader the 


same way that you found the sup- 
plies. When you give it to him he will 
thank you (in Polish) and reward you 
with a Hum-Vee. Drive it back to 
Krakow and into your garage (the 
large building to the east). It will be 
available for your next mission. 


MISSION 2 


Upon returning to base, you are 
informed that a crisis has occurred 
back in Skawina. There have been 
unconfirmed reports of a hostage sit- 
uation. You must return there to con- 
firm the information. 

Once again, when you arrive in 


Skawina, you must find the leader. 
He tells you that the prisoners have 
been taken to Iglomia and promises 
to reward you if you return them 
safely. 

On your way to Iglomia, it is likely 
that you will be ambushed by the 
Black Legion. Even if the trip is 
uneventful, you will have to battle 
four or five guards when you reach 
the town where the prisoner is being 
held. After you destroy all of the bad 
guys, enter the building where the 
hostage is and he will give you 
papers to give to the leader of his 
town. Travel back to Skawina and 
collect your reward. 

There are many more missions to 
complete before you can defeat 
Baron Czarny. Here are a few words 


of advice for completing them. 

The first eight missions are 
designed to supply you with one of 
each vehicle type. Choose them 
wisely for each individual mission. 
After defeating enemies in combat, if 
you are too loaded down to pick up 
their weapons, call in other mem- 
bers of your squad. Have them pick 
the items up and send them back. 
Don't forget to heal your party when 
they need it and get enough food (by 
fishing, hunting and foraging) and 
rest when neccessary. In combat, 
concentrate on one foe at a time, 
because wounded enemies are just 
as dangerous as healthy ones. 
While you should conserve ammo, 
you can eliminate the enemy quicker 
and easier if you use bursts instead 
of single shots. If you have a charac- 
ter who is skilled in hand-to-hand, 
use him to combat nearby foes so 
you don't waste bullets. Lastly, try to 
conserve ammo for your heavy 
weapons; it is not as plentiful. It is up 
to you to defeat the forces of Czarny 
and protect the freedom of Poland. 
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OH NO! MORE 


Oh No! More Lemmings from 
Psygnosis gives you 100 new chal- 
lenging levels of play. Ok, here's the 
story line. Your little lemmings are 
lost, and are trying to find their way 
home. It's up to you to guide them 
through different and challenging 
mazes, using several different types 
of builders. The one on the left is a 
Miner, on the right is a Digger. 


The Miner can mine his way 
through anything except metal. The 
advantage he has is that he can 
mine diagonally down. The Digger 
has the same powers as the Miner, 
but he can only dig down! Be careful 
where you start digging or your 
falling lemming may plummet to his 


or her death (not that we can tell 
them apart, either). 

The next lemming is the Blocker. 
Use him to stop lemmings and send 


4 “ 
Blow Up Blockers 
he he) 


them back the way they came. By 
using two Blockers you can hold all 
of the lemmings in one place, until 
you use the next icon and one of our 
favorites, the Bomber icon. You will 
be given a five second countdown to 

z destruction. The 
Bomber lemming 
is good for getting 
you out of trouble, 
but be careful not 
to complicate your 
dilemma. The 
building lemming is 


very useful for making bridges and 
stairs. Sometimes he runs out of 
bricks and stops the Building pro- 


scales the 
Thi tion will last 
thfough, the 
entire level. The ғ 
same^hofíds true 
with Floaters. If 
you can catch a 
falling lemming and 


“Look what I can do!” 


give him an umbrella, he will float 
safely to the ground, assuming there 
is ground there. If-you-give a lem- 
ming floating and climbing ability, 
your lemming will become an ath- 


i 
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lete, which will enable 
him to climb and float. 


This will also last 
throughout the entire 
level. 


The next command 
you can give to your 
lemmings is the Pause 
command. You can 
Stop them in their tracks so you can 
think of a way to get your self out of 
the mess you got 
into. The last and 
our personal fav- 
orite here at CGR 
is the Nuke 'Em 
icon. This is to 
only be used in 
extreme emergen- 
cies when there is absolutely no way 
out of a dangerous situation (unless 
of course you 
just want to 
see a hun- 
dred lem- 
mings blow 
up and 
have their 
various tiny 
body parts 
scattered all 
over the 
screen for yout personal enjoyment 
playing as a lemming God)! 


Lemming dust! 


The pictures below show the first 
level of the manic difficulty setting. 
Having about two minutes of time to 
complete the entire level is very hard 


indeed! When you start each level 
it's up to you to figure out which lem- 
ming to start with. Look closely at 
the amounts of workers you can 
make. You want to have a storage 


area for your lemmings on the bot- 
tom row. To accomplish this blow up 
the first lemming that emerges from 
the trap door. Now quickly move to 
the lemming on top and make him a 
climber. By now, the second lem- 


ming on the bottom is starting his 
trek. Detonate him in the exact spot 
you did the other. Now you have an 
adequate holding pen. As your 
climber makes his way up the wall, 
be ready to turn him in to a Digger. 
You must turn him when he is exact- 
ly in the middle. When he gets just a 
little over half way, blow him up! It 
should knock out the wall. If it didn't 
then try to use another lemming to 
blow up that part of the wall. 

The time has now come to get 
through the first metal beam. You 
must now be very careful in planting 
your lemming bombs. You only have 
a short supply, and if you don't use 
them correctly, you'll be nuking! By 
now you are through to a safe level. 
Use a miner now to dig diagonally 
down. Oh - did we forget to mention 
that you should have saved at least 
one bomber? Sorry! The final key is 
to explode him in the exact place so 
the rest of your lemmings can walk 
out of the hole without getting 
trapped. If you get stuck and keep 
blowing him up short of your mark, 
keep trying. This will take some 
practice; we all had to practice for 
some of the difficult levels. 

You'll find the other levels are 
quite similar to this one, with some 
being extremely difficult. It's com- 
monto want to let some of the more 
dastardly traps destroy a few lem- 
mings. Some are devilishly fun! 
Many levels will have just enough 
specialized lemmings to do the job. 
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CGR: Tell us about your company, 
The Bitmap Brothers. Are you all re- 
ally brothers, or are you like the Doo- 
bie Brothers?The Doobie Brothers 
arent really brothers, you know. 

ЕМ: Nor are we! 

CGR: How did you come up with the 
name, then? 

EM: A few years ago, we were look- 
ing for a name for our new company, 
and a lot of the companies that were 
around were like "Something Soft," 
"Imagesoft" or whatever, a name that 
was too computer-oriented. What 
happened was, all the names were 
very, very similar, and you couldn't 
distinguish one from the other. So 1 
tried to find a name that was more 
individual, that was humorous, and 
one that people wouldn't forget. 

So | came up with Bitmap Broth- 
ers, bitmap being a computer term, 
and brothers, which just sort of 
hooked onto the end. | found one of 
the other guys that we were forming 


know that name? | can't forget it, | 
can't get it out of my mind!" So | said 
"Fine, that's what we'll 
call it then." 

And it's been like that 
ever since. We tell peo- 
ple our name over the 
phone, and they say, 
"Big Mac Brothers?" 
"No, not Big Mac Broth- 
ers!" People always 
kind of mess it up, but 
they never forget it. 
Once І realized that 
they got that from it, 1 
though it was a good 
name, kind of funny, 
people always mistak- 
ing it for something 
else. Our bank can't 
actually get it right! All 


freelance projects, and we kept 
bumping into each other. I'd be work- 
ing on some graphics, and some- 
body'd be coding something. We 
ended up deciding we wanted to de- 
sign and program our own games, 
rather than working for other people. 

CGR: The one game we're very fa- 
miliar with here at CGR is Gods, and 
it's a smashing platform game. There 
are a lot of interesting, different parts 
to that game that you don't find in 
other action games, like the idea of 
using a different epoch's pantheon of 
gods and mythical monsters, and the 
concept that you don't have to shoot 
everything you see in the game. 
What other games should we over 
here in the States be familiar with 
that you all did? 


MELBOURNE 
О 


our bank things say 
"Bitmad Brothers." 
CGR: Well, that's real close! Who 


were the founders when you started 


the company? 

771: Myself, Mike 
Montgomery, and a guy 
called Steve Kelly. 
There were three of us 
when we started, two 
programmers, and we 
were kind of co-design- 
ing the game between 
us, and Mike did the 
graphics. Now, we've 
got about thirteen peo- 


ple. 

CGR: That's a good 
number! Quick, get a 
fourteenth right away! 
How long have you 
been together as the 


the company with, and І said, "We're 
going to call it the Bitmap Brothers. 
What do you think?" And he said, 
"No way, that's a terrible name, it's 
awful, no way you're going to call the 
company that," right? So I said, 
"Okay, we'll have to think of some- 
thing else." Then the guy phones me 
back the next day, and says, "You 
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Bitmap Brothers? 

ЕМ: Four years now as the Bitmap 
Brothers, but we kind of worked to- 
gether on different projects previous 
to that. We were all working free- 
lance: Mike was at Virgin, Steve was 
at a company called Psion. They're a 
company that's working closely with 
Sinclair over here. 

We were just working on a lot of 


— Right, the first game we did 
was a game called Xenon, then we 
did a game called Speedball. We did 
Speedball ІІ as a follow-up to that, 
then we did Xenon Il, another shoot- 
em-up game. We did a game called 
Cadaver, which was a 3D isometric 
arcade-adventure game. Then Gods 
was the one we released this year, 
and a game called Magic Pockets, 
which also came out this year, in 
September. 

The one we're doing at the mo- 
ment is called Chaos Engine, and 
that'll be the eighth. They'll all be on 
a variety of formats: ST, Amiga, PC, 
Mega Drive, NES. 

CGR: It's interesting to see the wide 
variety of different types of games 
you do. Speedball and Speedball II 
were kind of futuristic, Rollerball-type 
hyper sports games, while Gods is a 
quite excellent platform-arcade 
game, and Chaos Engine is following 
more of a Gauntlet-type format. Is 
there a reason that you guys do such 
a variety of games? Is it so that you 
dont get bored? 

— Partly that, partly that. Some 
people have accused us of being 
too, um, too eclectic, picking a cer- 


g | the | ae it 
of like, "Let's get what's 
in the arcades, what's best 
zi take all the best ele- 
et's get it all on a hot 
е " That was the kind of 
strategy that we adopted at the be- 
ginning. Also, we wanted to write a 
shoot-em-up. Those two things 
mixed, so we came up with that (for 
Xenon). 
Then (for the next project)we 
thought, "Well, we don't want to do 
just another 
Shoot-em-up 
and become 
a formula, so 
we'll do a fu- 
ture sports - 
type game" 
Mich be- 
came Speed- 
ball. 

We haven't 
been neces- 
sarily trying 
to do this 
game style 
or that game 227) E 
style. What we've been more inter- 
ested in is mixing styles of games. 
For instance, in Speedball, it's a bit 
like a football game, and it plays like 
that, and it's a bit like an arcade 
game, 'cause it has those elements 
in it. With Gods, it was like "Let's do 
a platform game, take all the best el- 
ements of that, and add role-playing, 
adventuring, and puzzle solving." So 
it was like a mixing of game styles, 
even though they might have fallen 
into different categories. 

So it hasn't been a pre-determined 
strategy, "Let's try this one, let's try 
that one." It's been more of "What 
games do we enjoy playing? Let's 
write one of those. Let's write a 
game that we would want to play 
ourselves." We found there were 
parts of different games that were 
available that we were interested in 
putting together to create a new type 
of game. 

That's probably the reason for the 
way things have turned out. We all 
like different types of games. There's 
a number of different people working 
here. It's really left to the designer 
who's working on it to say, "Do you 
what you want to play," basically. 
That's really the strategy that we 
adopt, that of writing something that 

we'd want to play. 

“Сақ: It definitely gives observers а 
varied range of games when they 
к at the Bitmap Brothers, rather 
the American companies, 
you see companies that really 
jali | one type of game, say 

in шароле, апа таке 

lusivel 


ЕМ: Someone said, it's like we ap- 
proach these games, and we say, 
"What are all the best elements (of 
this type of game), and what other 
ideas haven't been used in this type 
of game before?" We try and pro- 
duce, then, the ultimate platform 
game, like Gods, or the ultimate 
shoot-em-up, like Xenon |І, or the ul- 
timate future sports game. It's like 
trying to do that, trying to achieve the 
best of that type by taking all the 
best elements шас еше, from all dif- 
ferent for- 
mats, and 
combining 
them with 
new ideas or 
mixing in 
new game 
styles, 
things like 
that. 

We've kind 
of set the 
grounds, in 
terms of, 
we've done 
a shoot-em- 
up, we've done a future sports, we've 
done an arcade-adventure game, 
we've done a puzzle-solving game, 
we've done a platform game. And 
now what we're doing is we're mixing 
up all those types of styles there. 
We're expanding it into different 
ез! of gamestyles. 

GR: We really like that mixture of 
styles in your games, it keeps them 
very fresh. The idea of using, in 
Chaos Engine, a number of different 
personalities for the three indepen- 
dently-controlled characters, along 
with different goals, different 
weapons and moving speeds, makes 
it unique from T other р of 
games that ; 
are out there. 
There's al- 
most, in a 
sense, a 
wholly differ- 
ent rational 
for each of 
the charac- i$ 
ters, and that | 
really comes | 
into play 
when the 
computer's 
operating 
one or both 
of the other characters. 

EM: This is a game like Gauntlet or 
Crackdown, or a game of that style, 
but it's got some things in it that are 
completely surprising people, who 
say, "Gosh, I'd never have thought 
that would work in a game like that!" 
But making it work, it broadens what 
people expect from that type of 


game. For Chaos Engine, we wanted 
to mix elements of role-playing and 
arcade games, which are usually two 
distinct formats. But we felt, there 
are parts in RPG's that are really in- 
teresting, and if you could incorpo- 
rate them into an action game, they 
could work very well and make more 
out of what would normally be just an 
action game, while at the same time 
you'd have elements of role-playing, 
уне! people would be very interest- 
ed in. 

With any of those types of games, 
be it an action game or a role-playing 
game, you're dealing with the same 
kind of thing, which is that people 
want to improve their character, 
whether it's an action game and 
someone wants to buy a better 
weapon for their ship, or they want to 
make it move faster. We're doing the 
same kinds of things, but we're doing 
it within the personalities of the char- 
acters, that sort of thing. That mix- 
ture of those two types of games is 
there already, but we're kind of han- 
dling it in a different kind of way. 

The idea of personalities is some- 
thing that's very exciting to do. The 
idea of writing intelligence routines to 
control monsters, different charac- 
ters, and how they react differently 
so that they look like they're living 
creatures, so that you want to start 
talking to them, their thinking and so 
on, all those kinds of things came 
forward in Gods with the monsters, 
and the other members of your team 
in Chaos Engine. Applying those 
ideas to other formats means you're 
not doing anything that people ex- 
pect, like with a platform game that's 
got all this other stuff in there as well. 

CGR: Yes, there were a lot of ele- 


ments in Gods that you don't see in 


other plat- 
form games 
or action 
games, like 
the Thieves 
who pop up 
and grab 
items as 
they walk 
towards 
you, there- 
by retriev- 
ing some 
items that 
you normal- 
7 ly couldn't 
get otherwise. That rewards you for 
not shooting every character you see 
as soon as you see it. The whole 
premise behind it of the different 
epochs of gods, the Greeks, the Ro- 
mans, was nicely done. It definitely 
gave players a new perspective on 
what you could do with à game like 
that. People are looking forward to 
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gine, 
where this is 
the standard 
format, and 
what are 
you going to 
do with this? 
Just the fact 
that which 
directions 
you go in 
the game 
will deter- 
mine future 
opportuni- 
ties in the game, is something that 
I'd want to try as a gameplayer. 

Yes. All these ideas come from 
playing games ourselves, where we 
say, "Oh God, | know what's going to 
happen now. Do | have to play this 
level again?!" Therefore, if you feel 
that way, you should put things in 
your own games that compensate for 
things that you feel are missing in 
other games. 

So instead of making a game that's 
about finishing every level, and the 
formula is boring, and you can't bear 
to watch someone play Level One 
again because you know it all, what 
we do is, if you continue to experi- 
ment with this game, we'll reward 
you. So it's not boring to go back to 
Level One, because there will be all 
these neat things that you'll see on 
your way to Level Two that you'll 
Say, "| wonder what that is? | wonder 
what that does?" And you may just 
see that the first time you play it, but 
when you replay it, you think, "Well, 1 
wonder what happens if | get to 
here? | wonder what that does if | do 
this?" 

So the game is about experiment- 
ing, and discovering new things each 
time you play it. The game will con- 
tinue to show you new facets the 
better you get at playing it. You 
know, there's lots of different routes. 
With Gods, there's all the puzzles in 
there, and there'd been ways that 
we'd designed the puzzles to be fin- 
ished, and we also designed a cou- 


ple of other ways of solving the pus 
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zles, so you 
could exper- 
iment and 
find different 
ways. 

But what 
was hap- 
pening was, 
when we 
were testing 
the game 
when it was 
released, 
people 
would come 
into our of- 
fice and would say, "Let me show 
you this," and we'd say, "Wow, how'd 
you do that?!" And they'd found an- 
other solution to a puzzle that we'd 
never de- 
signed. No 
way that we 
had ever 
thought of 
that, and we 
were say- 
ing, "How 
the hell did 
you get the 
bomb а! the 2 
way from 
Level Three 
to Level 
Боо п 
You're sup- 
posed to lose that!" 

But that's what people like, discov- 
ering new ways of solving puzzles 
that were never intended to be 
solved in that way. 

CGR: In the U.S., we're primarily an 

ІВМ and compatible market. It's 
about eighty per cent PC's, with a 
mixture of Amiga, ST, and Macintosh 
systems coming up. Can you share 
with us your perspective on the Eu- 
ropean scene, and what you see as 
being the dominant machine for the 
next few years? 

Over here, the Amiga is very 
strong, and also the ST was very 
strong. About two years ago, you 
could probably sell more ST games 
than Amiga. Now the Amiga is prob- 
ably fifty per cent of the market. 
Then you've got probably 
twenty-five per cent ST 
now, and about twenty-five 
per cent IBM and compati- 
bles. The ST share is, um, 
dying, and the Amiga is 
growing. The Amiga is the 
strongest home based ma- 
chine now. 

lts a shame about the 
ST, because it was a good 
game machine. We used 
to develop right up till last 
year on it; Gods was origi- 
nally designed on an ST. 


But what happened was, people 


went around saying, "Oh, well, the . 


ST's dying, the ST's dying." And then 
people in stores thought that the ST 
was dying, and the distributors 
thought the ST was dying. Whether it 
is or it isn't, if you don't order stock 
for it, it becomes a self-fulfilling 
prophecy, and it dies. Even though, 
Speedball Il sold the same amount 
of units for the ST as it did for the 
Amiga. 

Сак: And the people that have the 
system still want games for the sys- 
tem. 


EM 
EM 


Yes, they still want them. But 
what happens is, all those people 
aren't going to sell their machines 
and buy Amiga's. What's happening 
is, they're Ж more selective. 

If you make 
a really, re- 
ally good 
ST game, 
they will 
buy it. It 
means that 
these "B" 
quality 
~ | games, ог 

= however 
| they rate 
| th ese 
games, the 
companies 
won't be 
able to get away with that anymore. 
What we've always done is said that 
we will get the best games for that 
machine. The American companies 
that come over here aren't doing ST 
games at all, which is a shame. 

К: We had met at the recently 
put-to-rest Consumer Electronics 
Show in Vegas. What was your opin- 
ion of the show, in general? 

LM: | thought it was good, it was in- 
teresting. There were three or four 
things that | thought were really nice. 
It was tiring, it was too much gam- 


Diag. 

Too much gambling? | 

— '. Well, we came away "ир." We 
won about $500.00 on Blackjack. It's 
good fun. It's the difference between 
the shows you get in the U.K. or Eu- 
rope, and the ones you get in Amer- 
ica. It's like ninety per cent consoles 
(like Nintendo and Sega) in America, 
and you have to search around for 
the PC stuff. Whereas in Europe, 
that market is still very strong. You 


` have a whole show just for Amiga, in 


Germany the Amiga is very strong. 
And over here (in England) you have 
a whole Amiga show. 

The console is coming up as well. 
The Mega Drive is хау popular, and 
so is the Game Boy. So it's splitting 
a bit; the console stuff is really sell- 
ing through now. But in terms of the 


shows, they tend to be primarily PC 
stuff, whereas in the U.S., it seems 
to be the other way around. 

So the show was good. It was 
good to go over to America, and now 
that we have people there publishing 
our products, which we didn't have 
before, and to be able to go over and 
present our products, it was really 


ооа. 
CGR: Is Konami giving уои sugges- 
tions about what kinds of games they 
want to see you produce, or are they 
just going to distribute whatever 
games you come up with? 

| think we һауе a very good 
reputation over here in Europe, that 
our products sell very, very well. We 
have a good name here. It's like а 
band almost. With the Bitmap Broth- 


Tur S'"SmMAPR 


ers, people know what they're going 
to get. | think that with Konami, it 
should be true for them, to see if 
whether this is possible for them to 
do that for us over in the U.S. 

We obviously recognize that our 
games are different, and that they 
aren't necessarily PC games. Most 


of the American PC stuff 
is simulations, strategy, 
Dungeons and Dragons- 
type adventure games, 
whereas ours are more 
action games with a mix- 
ture of many things. So ! 
think Konami is inter- 
ested in bringing over dif- 
ferent types of games. 

They basically leave us 
alone, and let us develop 
a game, and then they 
tell us whether they want 
it or not. Right now, 
they're taking all of our 
products, yeah. | think 
they'll do very well. People have 
been treating us very well in Europe, 
we've gotten good reviews. It's come 
out on the Mega Drive as 
well. | think it's matching 
the PC sales. No, Konami 
basically leaves us alone. 
Ta very good to us. 

CGR: What have you 
guys got planned after 
Chaos Engine? 

We can't tell you! 

CGR: Can you give us a 
hint, then? 

Well, we've got two 
products that are coming 
out at the end of the year. 
They've been in develop- 
ment for about four or five 
months, but we haven't got any 
Screens or stuff like that to show 
anyone. 

All | can tell you is, the idea is very 
familiar. Again, the idea is taking a 
game design, looking at the format 
and saying, "Wouldn't it be good if 
we could do that with it." So it's kind 


of re-looking at a sort of game, par- 
ticularly like one I'm designing at the 
moment. Also, it's got an awful lot to 
do with the idea of intelligence and 
personalities, but in a very different 
way from Gods and Chaos Engine. 

It's very different, very different. It's 
got elements of other games all 
mixed into it, to the extent where you 
look at it and go, "Well, that looks a 
bit like that, but what's that?" 

So it'll be quite surprising in that 
way. It's not going to be finished for 
about eight months. But we'll be hav- 
ing demos and stuff. Maybe for the 
Chicago show, we'll be showing 
something then. 
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For those of you who have not been able to complete Conan 
the Cimmerian, the-action / adventure game by Virgin Games, 
here is what you're missing out on. After many trials and adven- 
tures, Conan has reached the opportunity to get his long await- 
ed revenge on the slayer of his bride. Protected from Thoth 
Amon's magic by the black sorcerer-priest's own ring and 
backed by an army of allies, the barbarian gains entrance to the 
wizard's citadel. The King's Crown prevents intervention from 
the undead gatekeeper, but Conan must still find his way to his 
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adversary. Plagued by invincible demons and many guards, 
he arrives at last to the inner sanctum of Thoth Amon. Howev- 
er, his enemy shrugs off the mightiest blows. Searching franti- 
cally for a weapon to use against this unearthly being, Conan 
comes upon a beating heart in a jar. Realizing that this must 
be the sorcerer's life removed by some dark spell, the Cimme- 
rian smashes the jar and its contents. With a chilling howl 
Thoth Amon claws at his chestas arcane lightning plays about 
his form. Then he is gone, banished into-some nameless black 
void for all eternity. He leaves behind a shocked and weary 
barbarian to finish his mourning and go on to build a gend 
that from this moment on, is eternal. 


в. 
V his fortune? 
s ric 
% 


% 


ах 2 d 
n atk in 


thon troubled brow 


5. 


Ousk oF cbe Goos 


ENTER THE HALLS OF VAHALLA... 


ІВМ 256 Color screens 


BECOME ONE OF ODIN'S CHAMPIONS, TRAVEL THROUGHOUT ALL THE REALMS OF CREATION, 
AND ATTEMPT TO CHANGE THE COURSE OF FATE. QUEST FOR KNOWLEDGE AND ALTER EVENTS SO 
THE GODS MAY DEFEAT THE MINIONS OF LOKE AT THE BATTLE OF RAGNOROK 


e HISTORICALLY ACCURATE WORLD OF VIKING MYTHOLOGY 
including the realms of Midgard, Asgard, Jotunheim, and more 

ө STUNNING 256 VGA GRAPHICS + 
Also support EGA and Tandy 16 color interste 

@ DYNAMIC MUSIC SCORE AND SOUND EFFECTS corporation 
supports Ad-Lib™, Sound Blaster " and Roland '* MT-32/LAPC-1 AND 


@ USER FRIENDLY "POINT-N-CLICK" GRAPHIC INTERFACE 
Keyboard, Joystick and Mouse supported 


M уел 
S\HORIZON 


Y 
CNEX)SoFTWARE INC 
825 Western Ave. Jeannette. PA 15644 


For More Information Call (713) 946-7676 


CIRCLE #144 ON READER SERVICE CARD. 


The pressures of a РСА TOUR” pro The best of live action TV coverage 
Play in real tournaments on real courses: Panoramic fly-by shot and look-back view 
“= TPC at Sawgrass, TPC at Avenel, and PGA "&- give you real TV-style coverage. 


West Stadium Course. Bonus course— 
tournament-tough Sterling Shores. 


Compete against 60 PGA TOUR pros in 
four round tournament play. Pro stats 
modeled after real players' scores. 


Ten featured PGA TOUR pros give per- 
"&- sonal insights on each hole 


Check the leader board at any time for 
Wee the latest in TOUR standings 


Announcers keep you posted on impor- 


Fight to finish in the money. Keep track ж tant shots and changes in standings. 


of the top cash winners through the 
Leading Money Winners board. 


SUPPORTS ELECTRONIC ARTS? 


HOW TO ORDER: 


800-245-4525, Mon 


‘ri, Bam 
version $49.95 (3.5" available). 


MUSIC CARD 


СІРСІ E 3114 AN DEANED CEDVIFE DADON 


Miss THE CUT... 


Gan down and read the green. The only thing between you and the final 
money rounds is fifteen feet of landscape that's flat to everyone but a golfer. Will 
a hard break turn into heartbreak? Join the PGA TOUR? and find out for yourself. 


Visit your retailer or phone with VISA/MC:USA or Canada, 

pm Pacific Time. IBM and compatibles 5.25" 
K een shots represent IBM version. IBM is a 
AdLib registered trademark of International Business Machines Corporation 
TPC is a registered trademark of PGA TOUR®, INC. 


Accurate and addicting 


Unique 3D topographical grid lets you 
read the contours of the greens. 


Select special shot options like chip, 


* punch and fringe putting. 


Club selection and ball lie affects spin on 
the ball. 


Track your own statistics in real PGA 
TOUR categories like driving accuracy, 
par breakers, and putting average. 


Made with love Бу; 


«<ELRCMAG- 


Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags:com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


If you соте across anyone selling releases from 
this site, please do not support them and do let us know: 


Thank you! 


